3.95 (DM 20: Lire 12.000) 




: I 

I TNVIIS 



IN 1 * K IAI DO 

MjOLF 




NICK FALDO'S GOLF 

13.99 



SUPER TETRtS 

12.99 



ISHAR 2 

11.49 



STREETFIGHTER 2 

11.49 



ELITE 2 

19.99 




no I - rap 

IP 



SHADOWORLDS 

6.99 



LEMMINGS 2 

13.99 



VIKINGS FOC 

11.49 



CLASSICS SENS! SOCCER 927 93 PREMIER MGR 1 

9.99 





W I PREMIER,, 

furbqi '_* »___ J * 




LOTUS 2 

9.49 



PREMIER MGR 2 

13.99 



OVERDRIVE 

11.99 



S OF MONKEY ISL 

12.99 



EVE OF THE BEHO PINBALL FANTA_bb» 



12.49 




15.99 



wine 

i 



SPECIAL FORCES 

10.99 



A-TRAIN 

13.99 



SPORTS MASTERS 

13.99 



LS URRV 2 

11.49 



BOOV BLOWS FIRST SAMVMEGA LO MANIA DELUXE PAINT i REACH FOR THE SKIES PINBALL DREAMS 



12.49 



13.99 



14.99 



14.99 



13.49 



WING COM ' 

9.99 



tmroHTANT - niAti won 
NOP - will not work on ASOO 
Plus, 4600 or A\200. 
H0\2 i wM not work on the 
A1200. 

I MFG - requires at least I meg 
of HAM to run. 
.-WW /rem 



amiga a120o version games 

airbucksij - »« 

alfred chicken 17.** 

aueh breed! __ ii ib 

bod' blows 1b.ib 

bodt blows galactic .-_„_____ 1b.b9 

burning rubber ii 41 

captive? uer_wioi« . . "attr 

CHAOS ENGINE 1MB 

CIVILISATION ——..ItW 

dennis iMf 

Gu'iSloP 2000 ■ 20 4* 

iSh AH 2 ■ LEOIONS Of CHAM HJi 

JAMES PONO 3 OPERATION STARFliH •!» 99 

JURASSIC PARK - . 1MB 

KINGS QUEST I 22 BB 

MAW UTO RREMCR LEAGUE CHAMPIONS 1S.99 

WHNUI7 ..._._.____™.______, IBM 

NIGEL MANSELL 5 WORLD CHAMF SKIP IB 49 

OUT TO LUNCH ■ 1MB 

OlSEOt IMS ROBOTS 2SB9 

RO-OCOOlMQ) 1B.*S 

R'DER CUP __ 1M* 

SABRE TEAM* _„.___„ IBBB 

SaiU'E 22 BB 

SiMON THE SORCERER 24 49 

SOCCER KID — — <•« 

STAR TREK JSTH ANNIVERSARY 

(HARD DRIVE ONLY) 22 4B 

SUPER STARDUST 11*9 

2COL „ . 1MB 

AMIGA GAMES 

4M ATTACK SUB "■«•> 

A-TRAIN (1 HEO) 1199 

A MO AIRBUS ( T MEGl IBS* 

AIM AIRBUS | USA VlHSlONI |1 MEG I 22*9 

A12U APPROACH TRAINER (l MEG) M BB 



ADOAHS f AMR.* ( ' MEG I 

AIR BUCKS — i , 

AIR SUPPORT , 

ALFRED CHICKEN |i MEG) 

ALIEN 1 _. 



BBS 

1MB 
US* 
IMS 



ALIEN BREED i SPECIAL EDITION' 1 1 MFC) 9*9 

ALIEN BREED 2 II MEQ) 1MB 

AMNIOS 4SB 

ANOTHER WORLD >1.*B 

ARABIAN NIGHTS .............................. 9 4» 

ARCADE POOL 1 1 MEG | ___ 9*9 

ARCHER MACLEAN SPOOL 111* 

ar-anoid 2 mtm 7*1 

ARMOUR GEDOON 3 (1 MCQ) JO 4B 

ASSASSIN REMIX BBS 

Bl' FL'ING FOR'RESS (I MEG I 22 99 

BART Vi THE WORLO II BB 

BATMAN RETURNS 12 *• 

BATMAN the MOV*! 7 IB 

BATTLE ISLE B> . -.-I TAB 

BATTLES OF TIME 

iPE RFECT GENERAL BATTLE ISLE, 

ME j* LO MANi« '-OS' SAMURAI. 1 1 ME G I • 2 1 4B 
BENEATH THE STEEL SK* I I MEG) 21*S 

Bll L S TOMATO GAME 1 7 4* 

BLACK CR'P' t< MEG) 1141 

BLADE OF DEBT1NV 1 1 MEG) 2S *9 

BLUES BROTHERS ..... .... TjMJ 

BLUtS BROTHERS JUKEBOX AOV 17*S 

BOBS BAD OA* . 17RB 

BOO' BLOWS 1 1 MEG) TIA* 

BOO* BLOWS GALACTIC (1 MEGl _ I TAB 

BREACH 1 II HEO) 22*9 

BRUTAL FOOTBALL- 'IBB 

bubba n sra it** 

BURNING RUBBER _ 17 99 

CAESAR |l MEG) (NOlI) - 'MB 

CAE5ER DELUXE >S*B 

CAMPAIGN in MEG) -_.____. . , 22 BB 

CANNON FOOOER fl MEG| 20 4B 

CHAMPIONSHIP MANAGER 93 

UPDATE [*5K (1 ME 0) _JXAS 

CHAMPIONSHIP MANAGER 91*4 (I MEG. I? 99 
CHAMPIONSHIP MANAGER COLLECTION 

<9i"H . UPDATE DISKl it MEG) 1*9* 

CHAMRKWSHIP MANAGER ITALIA MAM) 

11 MEG) _ , !7.4» 

CHAOS ENGINE ,..__.. — — - 11*9 

CIVILISATION (I MEG) 23 4B 

COMBAT AIR PATROL __. ... 20 4* 

COMBAT CLASSICS 

iFil STRIKE EAGLE 1 Mil ATTACK BUB 

TEAM YANKEE) 11 MEG) (NOIll 13 99 

COOL SPOT 20.4* 

CORPORATION B 99 

CORRUPTION (M>*&C ROLLS) ,—JtM 

CRUISE FOn A COnPSf 11.9* 

CRVSTAL KINGDOM DOR MB 

CURSE OF ENCHANT1A 1 1 MIQ 1 I'M 

C'BERSRACE |1 MCO) ,7X_ 22 99 

□AfiKSEED 1 1 MEO) 31.4* 

DE Mi - ISA* 

DESERT STRIKE (I MEG) -__ '9 49 

OPPOSABLE HERO H»B 

DUZTRAMC — - T.BB 

DLTZ'SEICELLEN' ADVENTURE 1B 4B 



DOGFIGHT (I MEG) _ 22 99 

DOMKniaqi _ _ SB 

DRACULA (' MEGl 20.49 

CIREAMLANDS 

i I RANSARTIC A 5TCOM MASTER 

■SMAR)(1MEG) US* 

ORE AMWEB (1 MEG)..— 22 BB 

DUNE 2 - BATTLE FOR ARRAKTS 1 1 MEG) 20 4B 
DUNGEON MASTER 4 

CHAOS STRIKES BACK |l MEG) 20 4B 

DVNA BLASTERS lNO'11 20 «B 

ELITE *4B 

Elite 2 cron'IERi d meg) 19 bb 

EUROPEAN CHAMPIONS I ' MEG) 

EYE O* THE BEHOLDER (SS-H ' MEG) 

EVE 01 THE BEHOLDER 2 {1 MEG) 

Fl |DOHAAK)|1 MEGl 

FII7A STEALTH FIGHTER 2 0 (' MEGl 

F1S STRIKE EAGLE 3 It MEG) 

FIT CHALLENGE 

FH STEALTH FIGHTER (MOP) 

F29 RE'AUAIOR 1 1 MEG) 

FABLES* FIENDS ■ 

LEGEND OF KVRANOIA (NO! J] I ' MEG) 71*1 

FACE OFF ICE HOCKEY HOfJ] M* 

FANTASTIC WORLDS 

iREALMS PIRATES. MEGALOMANIA. 

POPULOUS WONDERLAND) U MEGHNOU) 2)4* 

FWEBICI ~~~.~~ i ~~.-.,„~.,~„.~. TTJB 

FIRST OiVrSKJN MANAGER 7JB 

FIRST SAMURAI . MEGA LO MANIA (NOti) 1349 
FLAMES OF FREEDOM i MIDWINTER J) '0*9 
FLASHBACK II MEO) — -■» 99 

FLY HARDER • . .MB 

FORMULA 1 GRAND PRU 22 99 

GENEVA |i MEG) 20 49 

GLOSDULE 70 4* 

GOAL - m .„„.._. — '*.** 

GOBLIIINS2 _.„_.„._— 1*4* 

GRAHAM GOOCH DATA DTSU 12 99 

r,Sl-*« GOOC- *DAlC CLASS C«C«C |l MEO tb 4* 
GRAHAM TAYLOR 5 SOCCER 



MANAGER (1 MEG) 

GUNSHIP2000H MEGl 

MEROOUEST . DA TA DISK INOI2) 
MEROOUEST J- 

THE LEGACY OF SORASILH MEG) 
HIRED GUNS 1 1 MEG) 

HISTORY LINE 1914-11 (t MEG) 

HOLLYWOOD COLLECTION 
IROBOCOP. GHOST BUSTERS I 

INDIANA JONES ACTION. 

BATMAN THE MOVElDVSlNOPl 

HOOK 

t-l "1 

INDIANA JONES ADVENTURE 

INDIANA JONES FATE OF ATLANTIS 



PINBALL FANTASIES ISBB 

P9RATEB 1NORJ '04* 

POLICE QUEST I • „ 13.** 

POOLS Of "ARHNE5S B BB 

POPUIOU PROMISED LANDS (NO' J) 10 *B 

POPULOUi.' 1MEG)< 

CHALLENGE ii ATA DISK . 22 49 

POWER V' ■ ■ »ASE H Q. TURRICAN. M-OUT. 
ALTERED (I t A ST . RAINBOW ISLANDS) IT ** 

POWERMC*".ER • WW! DATA DISK <NOtJl 17 4* 

PR(HISTORIIC> 17** 

PREMIER MANAGER)! MFG) 9 99 

PREMIER MANAGER 1 (1 MEG) 1) 99 

17.»B PREMIERE |1 MEGl |N0'7) 1'** 

124B PRPtCEO* PERSIA |i MEG) 7B* 
2*4* PRUjEC I I (SPECIAL EDITION) ( I MEG) 10*9 

17 JB PUGGS* (1 MEG) _.. 20 49 

22 BB PUSH-OVER |i MEG| 9 4* 

1MB PUTTY , 1MB 

10*9 GUEST A GLORV 
6 99 |BLOOOW*CH. MIDWINTER 

10** Cadaver BAT|(NOI2) „ U 4* 

OWAiC BJB 

RAILROAD TYCOON |l MEG) (NOP) 1MB 

RAINBOW COLLECTION 
i BUBBLE BOBBLE RAiNBOW ISLANDS 

NEW ZEALAND STORY) |NOR) 10 BB 

REACH FOR THE SKIES M M 

RISE 0* THE ROBOTSIl MEG) 2S 99 

ROAD RASH " — 

ROBINSONS REQUIEM (1 MEG) 1199 

ROBOCORI -..^ _.._-..-_....TJBJ 

ROBOCOP HNOI3) 10 *9 

RORKES DRIFT T.B* 

RULES OF ENGAGEMENT ] J1.*9 

SABRE TEAM ._ 11.9* 

SCRABBLE (US GOLD) 19*9 
SECOND 5AMURAM' ME G M NO 1 1 1 20 49 

SECRET 01 MONKEY ISLANDS MEG) 12 BB 
SECRET OF MONKEY ISLAND 2|i MEGl 24 49 

SENSIBLE SOCCER ( 92S) SEASON) 11 99 

BCTTUBtt _ - Jim 

8 49 SHADOW Of THE BEAST J iWTTH T SHIRT) 1 1 .1* 

MB 

™ SB* 



999 

. 161* 
22 49 

22 99 



1099 

11 49 



II 19 



ADVENTURE It MEGl 2* 49 

INNOCENT |1 MEG) 24 BS 

INTERNATIONAL RUGBY CHALLENGE B.B9 

ISHAR 2 - LEOJONS OF CHAOS (1 MEG) .11.** 
IT CAME FROM THE DESERT PLUS ANT 

HEADS DATA D*SK \< MEG) 1* 9* 

JACK NICKLAUS GOLI» „ 6 49 

JAGUAR 12220(1 MEG) 9 49 

JAMES PONO 149 

JIMMY WHITES SNOOKER (N012) U.*» 

JtNllER MiSCROLLS) MB 

JOHN MADDEN SlU SI FOOIBALL 11.** 

JURASSIC PARK |l MEG) 1T.BB 
K2H)|UTOPIA2)(l MEG) 1MB 
■ GB 20 49 

KINGS QUEST I __„.lt 4* 



KINGS OUE5T?|l MEGl * 1099 

ICINGS QUEST 6(1 MEGl 22 99 

KNIGHTS Of THE SKY 1 1 MEG) . 



II -r- 
1999 
B 49 



19.99 

71 40 
1**9 
20 99 

.7*9 
lew 

22 99 
11*9 

1099 
■ 99 
9*9 



KHUSTV S SUPER FUN HOUSE 

LASER SQUAD • 

LEGEND (WORLD OF LEGEND) 
LEGENDS OF VALOUR H MEG) |NOt2) 21 49 
LCSURE SUIT LARRY 1 |l MEG) 11 49 

LEISURE SUIT LARRY J il MEGl . 1149 

LEMMINGS „ 1899 

LEMMINGS 2 11*9 

I E MUINGS DATA C-SK ■ OH NO' 4 BB 

LINKS - (GOLF) 

(HARD DRIVE REQUIRED! O MEG) TJ.99 
LOMBARD RAC RALLY 7.9* 

LORD OF 'HE RINGS 23.99 

LOROS OF CHAOS - _. MB 

LOTUS TURBO CHALLENGE 7 (N017) 9 4B 
LOTUS 1. 

THE FlNAi CHALLENGE [' MEGl (NO I J) 1*99 

LURE O* THE TEMPTRESS (I MEGl 12 *9 

Ml TANK PLATOON 1 1 MEG) 11*9 
MAELSTROM (I MEG)* 22 99 

MAN uTD PREMIER 

LEAGUE CHAMPIONS H MEG) 19 *9 

MANCHESTER UNITED ■«* 

MANCHESIER UNITED EUROPE 9*9 

MANIAC MANSION (NO 1 2) 10*9 

MICRO MACHINES 1199 

MICROPR05E 3D GOLF (1 MBS} 22 99 

MIG 2*0 MEO) 10*9 

MONOPOLY It 49 

MOIi'AL K.OMOA' i' MIGI :t) -I- 

NICK FALDO S GOLF _ 1199 

NIGEL MANSE 1 l S 

worldchampship|IM(G) tin 

NIPPON SAFES < I MEG) 20 *9 

ON THE BALL M MEO) 1*99 

OPERATION STEALTH INOIH 11.4* 

OPERATION YYCH.F (NO'21 7.1* 

|5VE«D»IVC (I MEGl 119* 

PARASOL STARS IBB 

PATRICIAN M MEGl 20*9 

PGA TOUR GOLF *0J> 

PINBALL DOUBLE PACK 

I PINBALL DREAMS * < ANT ASM It MEGl 21 *9 

PINEVLL DREAMS 1 1 MEG) 1)4* 



SHADOWLANOS 
SHADOWORLDS (N017) . 
SIERRA SOCCER 

(WORLD CUP EDITION) It MEG) • 17** 

Silent service 1(1 megl ti *9 

SiM CITTDEIUIE 
iSlM CIT* FUTURE CITIES * 

TERRAIN EDITOR) 

SIMCITV^EMMM*GS(N0111 

SIMON THE SORCERER I 1 MEG) 

SKID MARKS (I MEG) 

SLEEPWALKER , , 

SMASH TV _~_ , 

SOCCER KID 

SPACE HULK _ 

SPACE QUEST I • _ 

SPECIAL FORCES (t MEGl 

SPEEDBALL 2 

SP9RTT OF EICAUBUR 1 1 MEGl (NOP) 
SPORTS MA5TERS 
(PGA GOLF. MDY M0, ADVANTAGE 

TENNIS EUROPEAN CHAMPIONSHIP S tttJI 

H MEGlMOIl) 11*9 

StAROUBT 1MB 

STREETFIGHTER I 11.*» 

SIUNT CAR RACER INOII) , 7.B* 

SUPER CARS 2 (NOP) , BAB 

SUPER FROG (1 MEG) I6 B9 

SUPER HANG ON - T-BB 

SUPER SPACE INVADERS _ 9 49 

SUPER TETRBI „.„.„...„___,.__.„... tl.BB 

SURBURBAN COMMANDO 17.B* 

SWIV (NOP)...™ , _ J ** 

SYNDICATE ( 1 MEG) ~~ 23 *B 

T3 (COIN OP) (I MEG) . 20 4* 

TEAM 17 COLLECTION 

(BOOV BLOWS. SUPER FROG OVERDRIVE) *M.M 
TETRIS 7 COLOURS ■ „ 16 99 

THE BLUE A THE GREY 1 1 MEGl 21. *9 

THE GREATEST 

J "M> WIVj. LURE 0' '"E 

TEMPTRESS. DUNE) (t MEG) • 13 9* 

■ HEATHE OF DEATH 20*9 

THUNOERHAWK 9 49 

TITUS THE FOX _^ 9 4* 

TORNADO |1 MEGl J* 99 

TROJAN - AUEI (LIGHT PHAZER GAME I ' 49 
TROJAN FWf S'AB. (ICHT PHAJER GAME) 7 49 
TURRICAN 2 , _.7J* 

TURRICAN J (I MEGl IT BB 

UFO • ENEMY UNKNOWN (1 MEGl • 23 49 

ULTIMA SINOT9) ■■ , - 7.S* 

UNIVERSE 1 1 MEG) • 23 49 

URl0IUM7(1IAt» ^ 17.** 

VIKINGS ■ FIELD OF CONQUEST (1 MEG) n 49 

VT400M(NOtl) _ 13*9 

WALKER —IB *» 

WARM THE GULF -IBJB 

WARZONE JW 

WHEELS OF FIRE 
(HARD DFBVTN . POWERDFBFT 



I49B 

. | BJ 

B.B9 

_ 1M* 

11*9 



CHASE H a TURBO OUTRUN) (N01 
WHEN TWO WORLDS WAR|1 MEG) 
WING COMMANDER i |i MEG) 
WMTER OOU> • 

WINTER OL.MPICS 

mz *r lb . „ „..„_aMi 

WLT-KIO 10*9 

WONDCROOG 1* B9 

WWl WRESTLING INOI21 »*9 

WWF WRESTLING 2 (1 NEO|— 9 99 

lENON 1 MEGABLAST 1*9 

■ MAS LEMMINGS 12 BB 

VO JOO— ..— ____ 1 MB 

JAK MCKRACKEN (MOll) 10*9 

ZOOllI MEG) 1Z** 

7000(1 MEQ) it 99 



AMIGA EDUCATIONAL 

)□ OUT OF 10 DINOSAURS 11 MEG) IB99 
10 OUT OF 10 EARL* ESSENTIALS 
It MEG AGES 1-7.) tB99 
10 OUT OF 10 ENOUSH 

(l MEG AGES HI) HBB 

tOOUT OF 10 FRENCH 

It MEG AGES B-1BI . . 19 99 

TO OUT OF 10 ■ JUNIOR ESSENTIALS 



I ' MEG AGE95-11) 

tO OUT OF 10 - MATHS ALGEBRA 



IB 99 

IS9B 



(i MEG AGESH«) __ _ 

10 OUT OF 10 • MATHS NUMEGERS 

(t MEG AGES (-1*) ISBB 

API ENGLISH ( 1 1 -1 J YHS) 1 7.9* 

AD" FRENCH 11111 VRSl I'.BB 

AD" FRENCH (13-1* *RSI 1'BB 

*D< GCSE ENGLISH PACK (14-1* *EARSl 

1 MEG. DOUBLE AGE GROUP PACK. 22.99 

AD> GCSE FRENCH PACK |)41* YEARS! 

l MEG DOUBLE AGE GROUP PACK J2.B9 

AD" GCSE MA1HS PACK (14 1* YEARS) 

l MEG DOUBLE AGE GROUP PACK 22.99 
ADl JUNPOR COUNTING (*-' YRS) 1*99 

*D" JUNIOR READING (4-S YRS) 1* 9* 

ADl JUNIOR READING (6-7 YRS) I*.** 

ADIMATHS(11-12VRSi — — 17.** 

AD> MATHS (13*11 YRS} — „ 1 7 *1 

AD>MATHS(11-1**RS) 17.BB 

AMOS EAS* 

11 MEG. FIRST STEPS 10 PROGRAMMBtG) 22 99 



(I ME 

FUN 1 



SCHOOL 1 2 5 YRS) _....„___. 14, 

FUN SCHOOL J 4-7 YRS) ____ 1* BB 

FUN5CH0011.7. VRS) 1**9 

FUN SCHOOL * 2 S TPS) 1*99 

FUN SCHOOL * < 1-7 YRS) 16 BB 

FUN SCHOOL 4 7. VRSl __»•*• 

FUN SCHOOL SI ECU*. - 

MERLIN S MATHS 17 1 1 IRS) - IT.** 

FUN SCHOOL SPECIAL - PAiNT H CREATE 

LDUCA'iONAl ART (S- *R3) 17.B* 

FUN SCHOOL SPECIAL - 

SPELLING FAIR (7-11 YRS) 1' BB 

Vt lj A MATHS (A lEVELCOURSE) 16*9 

micro engush (• yrs to gcse i ii 99 
m.cho french (beginner to gcse i 
now features real speech mlb9 
micro german (beginner to gcse and 
business level) 
now features real speech 

MCROMATHSlll VRSTOQCSEl 
MCRO SCIENCE 

l* *RS TO GCSE) (1 MCO) 

MKRO SPANISH (I MEG) _„_ 

NODDY S PLAYTIME 
(EDUCATIONAL PROGRAM FOR 

CHILDREN AGED 1-1(1 MEO) - —,,-... 

NODDY'S BIG ADVENTURE 
(FOLLOW UP TO NODDY S PLAYTIME* 



IB99 



- M 



1*99 



FUN SCHOOL SPECIAL PAINT N CREATE 

EDUCATIONAL ART IS. «RS) 17 9* 

HANNA BARBER A ARM* A HON WORKSHOP 

t MEG. EXCELLENT AWMADON PACKAGE 

CAPABLE OF CREATING CARTOONS 

AND QUALITY ANIMATIONS 27 99 

HOME ACCOUNTS 9.9» 

HOME ACCOUNTS 1 » BB 

KIND WORDS 3 WORD PROCESSOR 
(SUPERB FULLY FEATURED PACKAGE 
FOR LOW PRICE. 1 DISK 

DRIVES RECOAAMENDtDI 19 99 

MINI OFFICE 

(1 MEG, WORD PROCESSOR. SPREADSHEET. 
DATABASE AND DISK UTILITIES) IS 99 

MONEY MATTERS (HOME ACCOUNTS IV 

LATEST VERSION OF THE EXCELLENT 

MONEY PACKAGE FROM OMUTA IS 99 

PC 'ASK (l MEG) 

GOOD VALUE SIMPLE PC EMULATOR 
ALLOWING BJM PC APPUCATtONS TO BE 

USED ON ' OUR AMIGA PLEASE NOTE THAT 
THIS IS NOT SUITABLE FOR VRNDOWS OR 
HIGH END APPLICATIONS 

REQUIRES MS DOS 1 ! OR ABOVE. 

SUPPORT HARD DISK DFBVE 16 99 

PENPAL WORD PROCESSOR 37 99 

PUBLISHER (PAGE LAYOUT PACKAGE) 

CAN PRODUCE BLACK AND WHTTE 
Nf W51 ETTf AS F) YERS ANNUAL 

REPORTS AND MAGAZINES. REQUIRES 
ONE EXTERNAL DISK DRIVE OR 
HARD DRIVE (1**EG)(NOt2) 19 9* 

1 »*fOtf <*i S ' MfO RAM AG* COMP* HBt£ 

2 OtSK OhY.ES RECOAFAIENOfDl 

NE* tJWERRRBCf -JJW 

*Y>»*yORTH V 3 WORD PROCESSOR 

(REOWRf S MEG 1AM AQA COWAtlBLt I 
DBA DRIVES OR HAHO DRIVE REOUIRIO 

TNf LA TIS r AND BIS • rtRSFOW OF 
rOP OVALfTr #0*0 PNOCfSSORV 
PUBt ISHER > 'STEM «W**.B* 

lAUUCH Of ft" WHU STOCKS LAS1 - H 9V 



AMIGA CD32 SOFTWARE 

ALFRED CHJCKEN 

AliFN BHtED i (C012I' 

ALIEN BREED S*T . OWAK 

ARABIAN WGHT51AGA) 

BATTLECHEM* 

BRUTAL FOOTBALL * 

BUBBA W BTTI • 

BUBBLf AND SOUtA- ■ 

CAPTIVE 2 LIBERATION ... 
CASTLESI . . 

CE ASARlCOHORT 2 ■ ___ 

CHAOS EBHjBNE 

ROCK" 



LOTS WOflf TITLES AVAILABLE PLCASt 
CALL FOR A CATALOGUE 0179 600204 

AMIGA APPLICATIONS 

AMIGA *t?00 VER5KJN5 

BRILLIANCE AOA 

a MEG WNIMUM. 2 DISK DRIVES OR HAM 
ORIVeMOulRIO. PROFESSIONAL PAINT 

AND ANIMATION PACKAGE FOR 
-ilT STANDING RESULTS 

FEATURES ALL AMIGA SCREEN 

MOOES INCLUDING AGA) "* 99 

OELUIE PAINT* 

(AGA FOR AMIGA 1200 WORKS IN 2S* 
COLOUR AND NEW 6-BIT HAM MODE. 

2 DISK DRIVES RECQ9BMENDEDI — 59 99 

YtSTA PRO lllTE VERSIONi 
BFOUIRES HARD DRIVE CREATE 

SPECTACULAR VIRTUAL WORLDS WITH 

•HIS POWERFUL SCENER- CREATOR 
AND ANIMATOR SPECIAL UTE VERSION 

TO RUN ON A 1 200 OR ABOVE 4* 99 

ALL ASttGAS 
ALL AMIGA S AMOS (GAMES CREATOR) 79 99 
AMOS CRAFT. 

ADO ON EXTENSION TO AMOS GIVING 

OVER 190 NEW COMMANDS AND 

INSTRUCTIONS TO GIVE AMOS OR 

AMOS PROFESSIONAL GREATER 
FLEXIBILITY ANOPOWER REOUIHE5 

AMOS OR AMOS PROFESSIONAL 19 99 

AMOS EAST (1 MM) . BJM 

AMOS PROFESSIONAL 

(t MEG PROFESSIONAL VERSION OF 

WORLDS BEST SELLING GAMES CREATOR) 
MORE COMMANDS MORE FlEXIBILIT* 

AND BETTER USER INTERFACE 11.BB 
AM05 PROFESSIONAL COMPILER 

(COMPILES AND SPEEDS UP PROGRAMS 
WRITTEN IN AMOS. EAS* AMOS OR 

AMOS PROFESSIONAL.) 2*99 

BLIT2 BASIC 2 

A BRAND NEW FAST AND EASY TO USE 
VERSION OF BASIC COMPLETE WITH 

MANUAL AND COMPILER SYSTEM 
THE HOTTEST NEW PROGRAMMING 

LANGUAGE AVAILABLE THE TOR 
SELUMG SKID MARKS GAME WAS 

CREATED WITH BLFT7 BASK 2 WBB 

DELUXE PAINT J 

A VERY POWERFUL ART AND ANIMATION 
PACKAGE WITH EXTENSIVE FEATURES 
A BEST SELLER ANO A TOP AWARD 
WINNER MANY FONT ANO PRINTING 

OPTIONS AND SAMPLE ANIMATION 

AMD ART B9CLUDED. 

DELUXE PAINT* 

1 1 MEG) (HAM MOOE * ANIMATION) S9B9 



4** I 

"^■W/" BOLITSTICK 



;oMPf rnioN 

PRO EXTRA 
JOYSTICK 

CLEAR lia:;l . 



BOLLISTICK 
HANDHELD 

JOYSTICK 

MICFW 

SWI1CHEO 

a, i- ii,;, 

'0W9 



OLXCKJ.- 

JOTSTC* 



SWTTCMB 



HEO WITH 

mjtoitwi 

»i BB 



OUICKSHOT 

12BF 
MAVERICK l 
JOYSTICK 
AUTOFIRl 
119* 



nW.V 



GRAVIS 

JOYSTICK 

FOAM 

PADOEDOJBjB, 

ADJUSTABLE 

HANDLE 
TENSION AND 
PROGRAM 

MABI F FIRE 
BUTTONS 

mm 



TOPS-AA 

JorsTxa 



SWTTCNES 
AUTORRE 

t7*l 



DjrjENERAT 




DU2V COLLECTION 

(DIZZY PRINCE OF YOLKFOUL, TREASURE 
IILANDDQ71 BUBBLE C*ZZ" pan" nt;;- 
SPELLROUNO OGTZY 0UICK5NAX. 
FAST FOOD DIZZY MAGIC 1 ANO CKZZ*. 

FANTASY WORLD CKZZ*. 
L R T ti T A L -iNGDOM DBZ1 • 

DOMK 

ELITE 1 _ 

'IRE ANO ICE • 
FIRE FORCE ■ 

»LY HARDER 

FURY OF THE FURRIES- 
GLOBAL EFFECT • 
GUNSHIP . -- ■ 
i IE RE W)*H THE CLUES ■ 
HUMANS 1 A3 - 

JAMES PONO 1 - OPERATION STARFISH •tl.9* 

JOHN BARNES _________ 12 99 

JURASSIC PARK 

K240INAGA) !7.»* 

LABYRINTH OF TIME - 17.9* 

I IONHEART 111* 

Lini DfYll „ 178* 

101US TRILOGY (LOTUS 1. 1. 3) IT S* 

MEAN ARENA. — 1999 

MICROCOSM 13.99 

MORPH • 

NIGEL MANSE LL S WORLD CHAMP SHIP 17 99 

NO SECONO PRIZE U.*B 

OVERKILL A LUNER-C _....1B»B 

PMBALL FANT ASBIS 19.99 

PINKIE * - 19*9 

PIRATES GOLD ___ 1BBB 

PREMIERE • IIS* 

PROJECT X St • FIT CHALLENGE 1799 

ROBOCOD (JAMES POND I) 1199 

RYDER CUR 

SEEK * DESTROY 
SENSIBLE SOCCER 

SKELETON KREW- 

5LEEPW Al KER 

SUPER STARDUST ■ 
TFX (DUE JUNE 94) 
TRIVIAL PURSUIT • 

TURNING POINTS* 

Ul TIMATE BOOV BLOWS (BOOT BLOWS 

* BODY BLOWS GALACTIC) IB BB 

URIDHJM2 _____ _____ 17*9 

WEMBLEY MTERNATXONAL SOCCER • IBBB 

ZOOL ITS* 

TOOL 3 _ !'»• 



(0NS01E SALE -INCLUDING OVER 40 MECAORIVE TITLES 
AT UNDER £20 EACH - CALL FOR A FREE CATALOGUE 



COMMODORE AMIGA A1200 
DESKTOP DYNAMITE PACK 
PLUS FOUR FREE GAMES 



COMMODORE AMIGA AI200 
LEMMINGS PACK 





AMIGA A1200 2/0 DYNAMITE- 
WTTH WORDWORTH 2.0 AGA WORD PROCESSOR. 
DELUXE PAINT IV AGA, PRINT MANAGER, OSCAR AND 

£ '.MS COMPUTER WITH 2 MB RAM, 32 BIT 68020 14 
UMi ETC. 1 YEAR IN-HOME SERVICE. 
e REE ELITE 2, BATMAN, LEMMINGS 2 
S CIVILISATION AGA SOFTWARE 325.99 



A1200 DESKTOP DYNAMITE PACK AS ABOVE 
WITH INTERNAL 2.5" HARD DRIVES 

A1M0 COMPUTER . SO MB INTERNAL 2.5 HARD DRIVE. 499 99 

A120O COMPUTER . 127 MB INTERNAL 2 5 HARD DRIVE. 549 99 

A12O0 COMPUTER - 200 MB INTERNAL 2.5" HARD DRIVE. 599.99 

A1200 COMPUTER * 340 MB INTERNAL 2.5" HARD DRIVE. ...749.99 

ALL WITH FREE ELITE 2. BA TMAN. LEMMINGS 2 & 
CIVILISATION AGA GAMES 



WITH fHU 
LEMMINGS & 
DELUXE PAINT 3 



AMIGA A1200 2/0 LEMMINGS PACK 
COMPUTER WITH 2 MB RAM. 
32 BIT 68020 14 MHz PROCESSOR. MOUSE, 
BUILT-IN TV MODULATOR 
AND 1 YEAR IN-HOME SERVICE WARRANTY. 
WITH LEMMINGS AND 

DELUXE PAINT 3 275.99 

A1200 LEMMINGS PACK AS ABOVE 
WITH INTERNAL 2.5" HARD DRIVES 

A1200 COPMUTER * 64 MB INTERNAL 25" HARD DRIVE ...415.99 

A1 200 COMPUTER . 80 MB INTERNAL 2.5" HARD DRIVE 439.99 

A1200 COMPUTER • 127 MB INTERNAL 2.5" HARD DRIVE .. .489.99 
A1200 COMPUTER - 200 MB INTERNAL 2.5' HARD DRIVE ...539 99 

ALL WITH FREE LEMMINGS AND 
DELUXE PAINT3 SOFTWARE 



COMMODORE AMIGA A600 LEMMINGS PACK 




L EMM INC $ fORWlLA ONE GRRMD Pill 

Hiswmi Pirrn i deluii paint i 



AMIGA A600 LEMMINGS PACK 1/0 

WITH BUILT-IN TV MODULATOR. MOUSE. WORKBENCH 2 0. 1 MB RAM 
EXPANDABLE TO 10 MB 1 YEAR IN-HOME WARRANTY, WITH LEM MINOS. F1 
GRAND PRIX PUSH OVER. PUTTY AND DELUXE PAINT 3 ...„ 199.1 

WHY NOT BUY THIS CHAOS SOFTWARE PACK WHEN YOU BUY YOUR A»QO? 
(T CONTAINS CHAOS ENGINE. NICK FALDO OOLF. 

P.NBAU FANTASIES AND SYNDICATE AND ALL FOR ONLY 19.1 



AMIGA CD32 DANGEROUS STREEETS PACK 

— INCLUDES WING COMMANDER. OSCAR, 

DIGGERS AND DANGEROUS STREET GAMES. 

SA VE £40 OFF RRP 259.99 



AMIGA CD32 DANGEROUS STREETS PACK AS ABOVE 

♦ ELITE 2 & TRIVIAL PURSUIT CD S 

PLUS ADDITIONAL ELITE 2 A TRIVIAL PUSUTT GAMES. 

SAVE £90 OFF COMBINED RRP 279.99 

Nf IV AMIGA CD32 SPECTACULAR VOYAGE PACK 

AMIGA C032 DANGEROUS STREETS PACK AS ABOVE 
PLUS ADDITIONAL MICROCOSM 4 

CHAOS ENGINE CD S 279.99 

CHOOSE A SCART TV FOR PIXEL PERFECT PICTURE 



OVERDRIVE HIGH SPEED HARD DRIVES 



FOR AMIGA AI200 

• INCREDIBLY FAST 

• STYLED TO MATCH AMIGA 

• WESTERN DIGITAL DRIVE 

• EASY INSTALLATION - PLUGS INTO PCMCIA SLOT 

• AVERAGE ACCESS TIME I2MS 

• 1 YEAR WARRANTY 
AO TOOLS AND 1 YEAR WARRANTY. 

DOES NOT INVALIDATE WARRANTY 



' rh» 'mimi artvr #v»i 
•<■,.-..-..■ by CU Amiga ' 

OVERDRIVE 120 MB HARO DRIVE iDRiVIWCmAWSM MAY VARY) 355 99 

OVERDRIVE 210 MB HIGH SPEED HARD DRIVE FOR A1200 289 99 

OVERDRIVE 250 MB HIGH SPEED HARO DRIVE FOR A1200 309 99 

OVERDRIVE 340 MB HIGH SPEED HARO DRIVE FOR AI200. MS 99 

OVEPORIVE 420 MB HIGH SPEEO HARO DRIVE FOR AI2D0 . 439 99 

CONNER HARD DRIVES FOR AMIGA AI200 A A600 

CONNER HARD DRIVE /INTERNAL IDE, MODEL CPttX4) HIGH SPEED 
75" DRIVE. 15 MS ACCESS TIME [APPROXj 32K CACHE 
AND ONE YEAR WARRANTY KIT COMPLETE 

NOTE THAT OPENING YOUR AMIGA MAY INVALIDATE THE WARRANTY. 

CONNER 64 MB HARD DRIVE FOR AMIGA A1200 129.99 

CONNER 64 MB HARD DRIVE FOR AMIGA A600 129 99 



tOHSOLl SALi : WIMM OVER 40 MGAMm 
milS AT UNDER 120 EACH - PLEASE (All 



2* 99 

1 1 M 



>9 99 
39 99 



MEMORY UPGRADES 

513K AMKU RAM WITH CLOCK 
'C» Aio; »SD ASO0- 
* * ABOVE WITHOUT CLOCK 
l MCGABVTE A400 PIUS 1AM 

j*G«»3€ WITH CLOCK 

VtGAB'TI ASOORAM 

-"cadc with clock 

i vegab'-e pcmcia upghade for 
a*0»o«a'k0 plugs oirectlv into 
swap' caoo Slot thebearinot 
batteb. bac«eo and can't be 
uscoasacxf* only as ram .169 w 

WORK CENTRES 

MIChM* CC.TP.Ol CIXTRE »Olt AUl&AS 

Sm. MONITOR IT AND WITH EXTRA 
LF FOR EXTEBXAl C-SK DRIVE AND 
ACCtSSO*€S CUSTOM FIT DESIQM) 

PREMIER CONTROL C8 NTRf 

*OR AMIGA 1200 J9 99 

PREMIER CONTROL CtNTRE 

'OR AMIGA A500 OP A5O0- M 9b 

PREMIER CONTROL CENTRE 

FOR AMIGA ASOO MM 

DISK DRIVES 

EXTERNAL 3 5 DISK DRIVE f OR AMY 

AWiGA WITH SON' CITIZf. DRIVE 
MECHANISM a BO. fORMATTED 

CAPACITY. QUIET HIGH QUALITY. SLIM 
i**£ DESIGN. COLOUR MATCHED METAL 

CASE ANDIONO REACH 

CONNECTION CABLE U 99 

SOUND EQUIPMENT 

SCHEENBEAT 2 STEREO SPEAKERS 15 99 
>CREE**BEAT MAINS ADAPTOR 

'OR SCREFNBEAT SPEAKERS 7.99 
2* OEC 5TEPFO SPEAKERS FOR 

JUtQA WITH BUILT IN AMPLIFIER 

AND VOLUME CONTROLS -IT .99 

DISK BOXES 

DiS" BOX 1 5" (120) 

-OCKABIE. DIVIDERS 999 

DISK BOX 1 S PL*ftTK FL# TOP 

■ 10 CAPACITY) , 149 

MEDIA LIFE FILE DRAWER |ID0 
CAPACITti STACKABLe DISlON 12 99 



CD32 ACCESSORIES 



HK.H QUALITY FULL MOTION VIDEO 
CAPABILITY FOR MOVIES. MUSlC VIDEOS 
AND OAM ES THAT FEATURE FULL 
MOTION VIDEO QAMEPLAV ftiMPLY 
SLOTS INTO BACK OF CD>W *.„.,.., 199.99 
TV LEAD AMIGA CO- 32 

TO BVHS TV OR VIDEO .... '99 

MONITOR LEAD . AMIGA CD32 TO 

PHILIPS CMSSll MK2 OR CBM 10*4$ 

MONITOR T99 

SCAPTJiO AMIGA COW TO TV WITH 
SCAPT INPUT P£OU*ES "V WITH 

vasual swrro^o scartchanhel ...M» 
LEADS 

ANTI-SURGE 4 WAY MUl TlPiUO EXTENSION 

LEAD FOP ANY ELECTRICAL DEVICE (EG 

COMF'JTER'COISOLE'VlOeO. PROTECTS 

'OUR VALUABLE EQUIPMENT AQAINST 
DAMAGING £LlCTPiCA( SURGES .. 29 99 

MONITOR LEAD AMIGA TO DHILIPS 

CMM33 MK2 OR CBM IM4S MONITOR 7 .99 
SCART LEAD • AMlOA TO P-ILIPS TV 

#m JCA«T»*UT 991 

SCART LEAD AWOA 10 SONY TV 

9rTTWICAIITB9»UT _ 999 

SCART LEAD - AtMA 10 T OSHIB AIHIT A TCHI 

TV Win SCART INPWT._ „,_ 999 

SCART LEAD - AA90A TO TV 

WITH SCART INPUT |H 




D5DD 3 5 DISKS 
WITH LABELS 



PACK OF 50 

22.99 



FREE PRINTER LEAD 
WITH ALL PRINTERS 

PANASONIC KXP2123 
COLOUR PRINTER 

TH PRg BBWPWCWTI' Yl WORD 
NKKXOOA <CW AM*. 

24 PIN. 90 COLUMN, 193 
CPSflMLQ. T FONTS (1 

SCALABLE) EXTREMELY QUIET 

43 5 DBA NOISE LEVEL FREE 
PRINTER LEAD 

1 YEAR WARRANTY 199 99 

CITIZEN SWIFT 90C 
COLOUR PRINTER 

9 PIN BO COLUMN. 

HOC P&'SANLQ 6NLC FONTS 

2 YEAR WARRANTY 194 99 

CITIZEN 240C PRINTER 

* COLOUR KIT 

24 PIN. BS-COLUMN J4OCPBV90LO. 
9LCVI DRAFT FONT J YEAR 
WARRANTY 229 99 

EPSON LQ100 PRINTER 

24 PIN 10 COLUMN 1S0CP9/T3 

LO. 9 FONTS |3 SCALABLE) 

QUIET 50OB NOISE LEVEL. EASY 
TO USE CONTROL PANEL 

• 'EAR WARRANTY. i*9tB 




QAMn 



MK.A 

FOR MEOADRT*IWIMI 
... 219.99 



SUPfO NtSMAPlO ALL STARS DAC«. 

WITH ONE JOY PAD AND met 

SCOPE ft LIGHT GUN AND t GAMf I 




MICROVITEC1438 
MULTI-SYNC MONITOR 




• O" AM.GA AtJlXI.AJOJU OR PC COMPLETE 
WITH STEREO SPEAKERS 0.29 DOT PITCH 
RESOLUTION ' b PIN RGB DIN PLUO AMKJA 
ADAPTOR PLUG INCLUDED SUITS ALL AMJQA 
AGA AND ALL PC SCREEN MOOES 'O SVGA 
I YEAR WARRANTY 299 99 

GOLDSTAR CM 4A80 14" 
COLOUR SCART TV 



FREE 
SCART 
LEAD 



WITH REMOTE CONTROL AND SCART INPUT 

ON SCREEN DISPLAY. AUTO POWER OFF 
SLEEP TIMER ON TIMER CHILD LOCK flit 
SCART 1EAO1STATE AMIGA COM 
ME OA DRIVE I OR 2. OR SHES) 19999 

SONY KVM140014" FST 
COLOUR SCART TV/MONITOR 



WITH REMOTE CONIROL 90 CHANNEL 
TUNING REAR SCART INPUT HEADPHONE 

SOCKET TWO POSITION TILT. BLACK 

TRINITRON SCREEN LOOP AERIAL 

FREE SCART LEAD ISTATI AMJQA. COW. ST. 
MEGA DRIVE 1 OR 2. OR SHES) 

SONVKVM14O0(GREY) 194 99 

SONY KVM14O0 (WHITE) 194 99 

SONY KVM140IBL FASTEXT 244 99 




I0IN now from lust £4.00 



■MO Special Reserve Magazine 

48PH 

onty 



colour club maaaiine sent bi-montniy 10 mflfnoere 
latest Revwws. Charts & Re'ease Sc^auie 



- V 



CNOOSf from our Huge Selection 

Disks. CD s. Canrioges. UWItifls. Education. Homa Otflca. 
New Tecrinoiogy and Hardware 1 6 Page coioui catalogue 

Mr at Best Possible Prices 

Just one purchase from Special Reserve will normally 
save you the cost ot K>ntng Top discounts on an products 

SAVE with our Special Deals 

Always hundreds of Special Reserve Offers Top games at 
g prices you worn believe and hardware at amwmg reductions 

SAVE MOM with our XS Coupons 

_ "jj Money -oft coupons worth over CtBO a year off top games, 
w You'll 'Ind them on the back page of each club magazine 

AND ENTER our FREE competitions 

Six reasons why over 200,000 people have Joined 
Spetlal Reserve, the biggest games club In the World) 

We only supply members but you can order as you join 

Just send in the lormoeiow oi phone. There s no obligation to buy 

0279 600204 

OPEN to 8pm DAILY or by Fax on: 0279 726842 
FREE 16-PAGE COLOUR CATALOGUE - JUST ASK 




CLUB SHOPS 

OPtH 10— TIL Bpm SEVEN DAVS A WEFKI 

CHELMSFORD • 43 Broomfleld Rd 
just around the corner from the bus station 

SAWBRIDGEWORTH • The Mailings 
200 yards from the train Hal ion 

AMIGA CD33 CD BASED CONSOLE 
DANGEROUS STREETS PACK 
WITH WING COMMANDER OSCAR. 
DIGGERS A DANGEROUS STREETS 259 99 
AMIGA CD32 DANGEROUS STREETS PACK 
PLUS ELITE 2 ft TRIVIAL PURSUIT 719 99 
AMIGA CD J J DANGEROUS STREETS PACK 
PLUS MICROCOSM ft CHAOS ENGINE ...279.99 

A TA Rl J A QUA R 64 -Bl T CONSOLE 
WITH JOVPAD AND CYBERMORPH GAME 
FIRST SUPPLIES EXPECTED IN JUNE 
PiRST COME FIRST SERVED 
GENUINE UK VERSION 329 99 



MfMUBSHI* FESS 6 MONTHS ONI TEAI TWO TEARS . 

MEMBERSHIP MEMBERSHIP FREE HARD UNDER 

4.00 7.00 14.00 

600 9.00 18 00 

700 II 00 37 00 




0VIR5IAS (C MEMOIRS 
0V(R5Ea5 WORID MiMBfRS 



I PLEASE °filNT IN BLOCK CAPITALS) 



SAGE 



Udrsai 



Postcode 



Machine. 



Enter membership number (it applicable) oi 
NEW MEMBERSHIP F££ i ANNUAL UK 7.0O1 

dam . . . . 



'ton' 



bfJJJ 



ALL PRICES INCLUDE UK POSTAGE A VAT 

CrieqixyP O /Access- MBStercardSwitcfWIsa (SwitcMssue No_ 
Card expiry date Signature 



Cheques payable to: SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PH 
Overseas Orders Surcharge (EC or World) 

Software orders please add £2.00 per item Non-softwsrB items 
please add 25%. Hardware items supplied to UK mainland onty. 
Overseas orders must D0 paid by credit card. 

rt* fill *i*)My («• U" finrtidi Ofln-m ■icelat d ill waSrig Bra-m 
Wo sen games sort pe'inr<erali all it emeilng prices for Megedrive. 
Mega CD. Master System. Game Gear, Super NES. Gameboy. NES. 
Lynx. Amiga. Alarl ST, PC. CD ROM. CDt, CD32 and Apple Mac 



n on- 

wo* i#m «r ce/79 6»:w io cftaav 

Wf r«.rv» Vw -igr,i m |M pen *"0 nht 

PRICES CORRECT AT TIME* SOINO 



TC PI 

Banti 
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Where's your sense of humour, 
Don? 



I suppose you've seen the three 
disks attached to the front cover, 
then. Great, aren't they? Not only 
are they packed with nine things to 
play, but, erm.. they're quite blue- 
looking, if you don't count the silver 
bit. Or the labels. But who cares 
what they look like when they're 
packed to the bootblocks with 
tongue-blisteringly smart demos — which they are. So 
that's all right. 

Those of you with reasonable eyesight will no doubt 
notice that we've got a new Deputy Editor. His name's 
Andy Nuttall (or 'Nutts' to his friends — presumably he's 
fairly bonkers, or something) and he's joining us after 
doing five months in ST Format. We don't know what he 
did to deserve that punishment, but we're too scared to 
ask. It's those eyes. Mad as a Mahdi. Any ideas? 

SIMON BYRON, 
EDITOR. 





£ EMAP Images 1994 



complete saddles, we wept with joy 
when we heard that MicroProse were work- 
ing on the sequel to one of our favourite 
games of all time. And then we sobbed 
uncontrollably when we discovered it was 
looking so good. And then we broke down 
when... 



4 CONTENTS 

Once again we've managed to assemble 
what's in this month's issue into a roughly 
decipherable and moderately logical order. 
Right here. 

6 BOOT SECTOR 

Discover what gaming delights await as Matty 
leads you through this month's incredible 
THREE DISKS! Yes! 

12 NEWS 

Join us as we rehash old The Day Today jokes 
in a sad and pathetic attempt to be witty and 
informative. At the same time. 

18 LETTERS 

Are you Git Of The Month? Am I? Actually, 
don't answer that. 

22 GET YOURSELF 
CONNECTED 

Forget Gamesmaster. Dismiss Bad Influence. 
There's only one TV show worth watching at 
the moment and Matt Broughton takes you 
behind the scenes. 

24 READER REVIEWS 

Plagiarise, plagiarise, let no-one's work escape 
your eyes. 

26 ARCANE GAMES 

Steve lies, the man with tiles (in his kitchen), 
talks to New Castle Andy Nuttall about things. 

28 WIN £1000 CASH 

If you win this competition then you'll never 
have to work again — as long as you can 
make £1000 last the rest of your life. Which 
is not impossible, but unlikely. 

53 REVIEWS 

We were thinking about not reviewing 
anything this month because we're getting a 
bit bored with writing all these words. Unfor- 
tunately, the chance to slate bad software 
proved too much to resist. 

78 UPDATES 

CD32 and A1200 owners can find out exactly 
how many times we use the word 'enhance- 
ments' in this month's four-page spectacular! 

84 REPLAYS 

We're getting sick and bloody tired of re- 
reviewing stuff like Sleepwalker and Premiere. I 
wish they'd bog off and die. Really I do. 



GAMES FEATURED IN THIS ISSUE 



ARCADE POOL REVIEW 62 

APOCALYPSE REVIEW 74 

ARMOUR-GEDDON 2 REVIEW60 60 



The blue blobby 
Moke is back — but 
this time he's made 
of Semtex! We ask 
System 3 lots, of 
awkward questions. 



BUBBA N' STIX CD32 REVIEW 79 



CAMPAIGN 2 


TIPS 


94 


CRUISE FOR A CORPSE 


TIPS 


95 



EMPIRE SOCCER WIP 50 



D-DAY WIP 51 

GOBLINS 3 TIPS 88 



HARDCORE...38 



Yes, you know the 
score. Or at least you 
will do after you've 
read this surprisingly 
informative Work In 
Progress written by 
someone. It's about a 
game called Hardcore. 
From Psygnosis. And 
it's shaping up to be 
one of the best Turri- 
can-style games since 
the last, erm, Turrican 
game. Which was Turri- 
can 3. 




GLOBAL EFFECT CD32 REVIEW 78 



GUNSHIP 2000 CD32 


REVIE 


78 


HARDCORE 


WIP 


38 



IMPOSSIBLE MISSION 2025 WIP 34 



INNOCENT UNTIL CAUGHT TIPS 90 



LORDS OF THE REALM 


WIP 


51 


K240 


REVIEW 


54 



KING'S QUEST VI REVIEW 64 



MRMAG00 WIP 48 



MR NUTZ 


REVIEW 


70 


OVERLORD 


WIP 


44 



PUTTY SQUAD WIP 46 



SENSIBLE WORLD OF SOCCER NATTER 1 00 



SIM CITY 2000 


WIP 


40 


STABLE MASTER 2 


REVIEW 


72 



TACTICAL MANAGER WIP 50 



THE CHAOS ENGINE CD32 REVIEW 79 



TOTAL CARNAGE 


REVIEW 


58 


ULTIMATE BODY BLOWS 


REVIEW 


68 



ZOOL2A1200 REVIEW 81 



I. 46 




88 KILL ZONE 

You'll find lots of tips and complete solutions 
here. And all the pages are black, for some 
strange reason. 

99 COMPETITION 

Win the chance to reach for the virtual skies as 
Rasputin offers to pay for an hour-long session 
on a proper flight simulator. Like the ones 
they show on the telly. 

100 KICK OFF! 

Those Sensible Software boys really are quite 
crazy. This month, not only have they decided 
to do no work on World of Soccer, but they've 
even taken some of the old code out — so 
there's even less to talk about. 

102 PD ZONE 

The part of the magazine where we give pub- 
ic domain software its very own 'Zone', what- 
ever that may be. Anyway, it's probably worth 
reading if you're sat on the toilet right now. 

107 BACK ISSUES 

Order old copies of The One — as long as you 
don't want February or March 1994, that is. 

108 SUBSCRIBE 

Join our ever-growing band of tonsured 
acolytes by paying for The One in advance so 
that we get all the interest and don't have to 
pay the newsagents any money. (Just joking, 
Mr Newsie!) Oh, we'll send you a fab free 
game in return, though. 

110 RECOMMENDED 

Every time one of us mentions the word 'Rec- 
ommended' we all begin to sing Electronic's 
hit tune 'Disappointed', swapping both titles 
as we do so. It's quite sad, really. 

114 NEXT MONTH 

Surprisingly, we've decided not to publicly 
humiliate anyone this month. Maybe we're 
getting old or something. 




APOCALYPSE.7 



big explosions. It's got 
little people to kill. It's 
got the letter 'V in its 
name. It's got trees. 
And — surprisingly — 
it's got itself released 
at last. Mercifully, it's 
not at all bad, as we 
explain in a four-page 



ON THE DISKS... 

Come this way to discover how to play 
your nine things on your THREE disks... 



MI'!t'll|Hlllf|M M 1 (II 

©JJRMUTZ 




0 



OOT SECTO 





LOADING 

YOUR 
DISKS 

1. Pluck the disk off 
your choice from 
the cover of your 
favourite mag. 

2. Chuck the afore- 
mentionedly quite 
delicious disk into 
your disk drive and 
turn it on John. 

3. Check the title 
screen and select 
the game you'd like 
to play with the 
mouse or function 
keys. Doddle. 

4. Get with the 
program and 
spread the word. 
I'm 'outta here. 

Heh heh heh. 



MR 

Ocean 



NUTZ 



Well here it is folks, so grab my Nutz. 
Ha ha ha. Yes, it's very funny isn't it? 
Never mind my silly innuendoes, 
we've got tons and tons of Mr Nutz 
for you to play, so grab your joystick 
and do-o-o It. 

I'd like to apologise for the above 
paragraph, but it's late and I've had 
a long day (Liar — Simon.). Anyway, 
down to the demo... 

It's all fairly simple platform fod- 
der here, so just run from the left of 
the level to the right, collecting as 
many gems and power-ups (invinci- 
bility etc) as you can, while avoiding 
all the nasty chickens and spikes 
scattered around the place. 

Mushrooms' can be used to 
bounce to higher levels, as can chick- 
ens (if you press fire when you 
bounce off their heads). You need to 
watch out for the rather nasty wasps 
as well as egg firing chickens, not to 
mention strange chickens (lots of 
chickens here, aren't there?) that dis- 
guise themselves as bushes (!). 

If you take a hit, all is not lost, as 
your hit point will actually run 
around the screen for a while, and 
should you collect him in time, will 
return to the top of the screen 
where he belongs. 

If you managed to collect a spe- 
cial magic wing, you can also take 
part in some flying squirrel fun by 
taking a run-up, and then pressing 
up and fire while you're in the air. 




Once you're 

up, you can use left and right to 
rotate — diving to pick up speed and 
then swooping back up to higher 
areas of the level. 

I know I've been brief here, but 
once you get going, I doubt you'll 
even need this much advice — that's 
how gorgeously simple it is! 




Jump/ 
With gp 
to fly \ 



With fire to fly 
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Duck/With fire to stop flying 



OUCH 

PD 




Ever played one of those stupid 
games where you have to prove to 
your mates that you're 'really hard' 
by smacking little crocodiles over the 
head with a huge mallet? Well, it's 
now possible in the comfort of your 
own home thanks to 'OUCH' — 
something that we found on a disk 
down the back of Andy's fridge. I'm 
sure you don't need me to tell you 
that the idea here is to move the 
hammer over the 'happy smiling 
egg/mole things' and smash them, 
but I have done anyway, so that's 
that really. Oh yeah, have fun. 



Smash mole A Hammer up 


thing over head 




m 


Do you 1 

really 
think 
any- 


La la 
la la 

AMIGA 


one ™ 




looks 




at 




these? 


Hammer down 



BOOT SECTOR 




So much to talk about, so little space! Matt Broughton tries to think of something 
funny to say about not having much room in his trousers either. But doesn't. 



A 



DISK A 

MR NUTZ Ocean 

CLOCKWISER 

Rasputin 

OUCH pd 
TANX INT STUFF 




DISK B 

PUCGSY 

Psygnosis 

XJMAS TIME 




DISK A 

BANSHEE 

Core Design 

SMIDGE 



WAGGLE- O- 
MANI A 2 Team 1 7 



CLOCKWISER 



Rasputin 

Clockwiser is one of those Boot Sec- 
tor nightmares that's simplicity itself 
to play, but if you try to explain it in 
words you get a bit stuck (shame it's 
your job then — Simon.). In honesty, 
I'd suggest you just have a quick 
play, then read these instructions... 

You done that, yeah? Okay, well 
as you've probably discovered, the 
aim of the game is to manipulate the 
blocks and objects in the left section 
of the screen so that they match the 
pattern in the right. You do this by 
making 'fields' for the blocks to 
move around in by clicking and drag- 
ging the mouse cursor using the left 
button. Once you've defined a 'field' 
you can use the bottom left icons to 
rotate the blocks either clockwise or 
anti-clockwise, remembering that in 
most cases, gravity works just as 
you'd expect. I say 'in most cases' 



TANX' 

PD 



This is a game for up to four players 
lone computer controlled) and is basi- 
cally a game of flag collecting, while 
avoiding or attacking the enemy. You 
can select between 'tank' or 'boat' 
9*mes from the main menu, along 
with joystick or mouse controls. 

The screen is split into four sections 
showing each player, as well as an 
area of free space. It's up to each play- 
ef to travel around the map collect- 
ing as many flags as possible and 
returning them to home to base. 
Whoever has the most flags when the 
Dme runs out wins. Simple, innit? 

Should you perchance come across 
any of your fellow players, you can 
either run away, or try to kill them 
with your pixel-like shots. Try to raid 
your opponents' bases, but don't be 
surprised if their automatic gun tur- 
'ets retaliate. 





because — as you'll find out for 
yourself as you plough through 
these 16 levels — there are a number 
of interesting blocks that have a vari- 
ety of effects. Along the way you'll 
find exploding bombs, asexual crys- 
tals (honestl) and, er.. tons of other 
things too. 

Oh anyway, you can work it out 
for yourself, 'cause I did, and I still 
did alright. If you're still struggling 
(Spaz!) just select the 'demo' option, 
and sit back while the computer 
helps you (you pathetic thing you). 
Have fun. 



STUFF 




Chips 



Eat 




Like 



PUGGSY 

Psygnosis 

Once again we've managed to bring 
you a huge playable dem' from Psyg- 
nosis with more fun to be had than 
half-an-hour with Cindy Crawford. 
Maybe. Maybe not. 

Puggsy is an intelligent chap, able 
to interact with just about anything 
he comes across, and must make use 
of, er... just about anything he comes 
across in his quest for 'finish the 
level-ness'. 

The general aim of each level is to 
get out through the exit, but as 
you'd probably expect, this isn't 
always a simple matter; with puzzles 
to be completed and doorways to be 
opened along the way. The key to 
success lies in making intelligent use 
of everything around you. Objects 
can be used to stand on. to throw 
around, or even to catch onto the 
side of ledges too high to reach by 
ordinary means. To do this just rock 
up and down once you've caught an 
edge with your held object (you'll get 

the hang of it eventually). 

Objects can be given a super 
throw by jumping and firing at your 
apex but other than that, it's all 
down to good old logical thinking. 
And a bit of luck. 





Baddies roam some of the levels 
and can either be killed by holding 
a gun and hitting the space bar. or 
by throwing objects at them. And, of 
course, what game would be com- 
plete without the good old 'jump on 
their heads to kill them?' well not 
Puggsy anyway. 



Pick up object/ Jump/Rock on 
Space to use f a ledge 








Move 
left 




Move 
right 




i 

Rock on a ledge 





XMAS TIAAE 

PD 

To be quite frank, I only recently 
wrote 350 words about this little PD 
game, and I'll be buggered if I'm 
going through all that again. So do 
me a favour — turn to page 102 and 
read PD Zone while I pop off down 
the pub, will you? Cheers. (Much 
jostling and punching of faces later.) 

Oh. sorry about that. Apparently 
Simon thinks it's rude to be realistic, 
so I'm going to quickly go through it 
all again, even though it's about the 
most pointless thing since the Con- 




tents page (Do you like working here 
beard-face? Simon.) 

You play the part of Santa, 
and you've got to work your 



BOOT SECTOR 




way around the screen collecting as 
many gift boxes as possible before 
the time limit runs out. The platforms 
will only allow Santa to pass in set 
directions (shown by the arrows) and 
gaps may also be used to drop to 
lower platforms. Should Santa find 
himself face to face with a 'jelly 
thing' (not that 'jelly things' have 
faces, I imagine) a quick tap on the 
fire button will make Santa splat 'em 
to hell with his large sack (chortle etc 
yawn). Have fun an' all that. (Nice job 
Matt; up to your usual standard I 
thought. — Simon.) 



Hit things with Santa goes up 
your *tyg bag' 




Santa goes, er, down 



BANSHEE 

Core Design 

Now this is just what I need after 
three disks' worth of Boot Sector — 
something so easy to describe that 
it can be done in a matter of seconds. 
Banshee is the sort of game that 
takes me back to the days before 
RPGs and stuff, where you flew up, 
down, left and right. Oh yeah, and 
shot things. 

Well that's what Banshee is, so I'll 
avoid patronising you with much 
more descriptive other than to say 
that your craft's status is shown in 
the bar to the left of the action, and 
power-up icons can be shot to cycle 
through the available effects. You 
can also hit the space bar to go into 
an emergency roll should things get 
too hairy! 

And, er, that's it! 




lis 




You play the part of a strange 
thing, who has to run about in the 
best platform game traditions, 
'doing' lots of platformy things. 
Everywhere you go there'll be tons 
of fruit, coins and jewels to collect, 
along with loads of rather strange 
nasty animals to avoid. Most baddies 
can be dispatched by jumping on 
their heads, but watch out for some 
that have nasty sharp pointy backs. 

Other than that, it's all fairly self 
explanatory, and nothing that you 
wouldn't have known anyway had 
Simon let me tell you to just read PD 
Zone. But of course let's not forget, 
he is a four-eyed git. (Oh very clever. 
Do you feel better now? — Simon.). 
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Er... nothing Jump/Swim up 




Move 
left 



View down/Swim down 



Move 
right 



WAGGL 
MANIA 



Team 17 



Older readers may recall that the 
original Waggle 0 Mania caused 
quite a sensation when we gave it 
away a few years ago. Well, prepare 
to be knackered once again as we 
present this EXCLUSIVE joystick 
breaker from Team 17. So if you 
fancy a good old one-hand-workout 
(and I don't mean anything, er... 
well, you know, er.. saucy) then this 
is for you! I'm certainly not going to 
waste space explaining, because all 
you've got to do is be able to wiggle 
a joystick from left to right and back 
again as fast as possible. Oh yes, and 
lots of times. 

The game can be either played 
as a one player 'score as much as 
possible in thirty seconds' affair, or 
as a two player 'who can get to the 
top first' race. Other than that, pre- 
pare to ache, and get going. 
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OH DEAR! 



Due to the large number of duplicate disk 
made, the odd lad don't dance like he should. 
We're very sorry if you've got one of these, 
but don't despair, help is at hand. Whatever 
you do DON'T SEND THEM TO US! Instead, 
send them to this address with a SAE for 28p: 

The One Coverdisk Returns, 

Diskxpress, 

Unit 3, 

Old Coalyard Farm, 
Northleach, 

Gloucestershire GL54 3EP. 

Once you've done this you can talk to any 
friends you have until your replacement disk 
arrives. If you think that you can solve your 
problems down the phone, call the Diskxpress 
helpline on (0451) 860770 between 3pm and 
5pm on weekdays. Do you really want to hurt 
me? Do you really want to make me cry? 



The Small Print Bit. 

1. Whilst we here at The One make every effort to check 
the coverdisks for all known viruses, we can accept no 
responsibility for damage caused by viruses which may 
have escaped our attention. 

2. The One and its retailers are not liable for any unnoti- 
fied changes to the contents of the coverdisks which may 
occur. 
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CULA 



IMG MULTI-HELICOPTER 




GUN 



SHIP SIMULATION 



OFF ON THE AMIGA CD32 




All the thrills. All the excitement. All the helicopters you could ever want 




1200 and CD32 
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WTS Electronics Ltd, Chaul End Lane, Luton, Bedford 




A1200/A600 HARD DRIVES 



lo tnslall 2.5* upgrade kils 
full instnictKms and cables where necessary 
All drives supplied wilh formatting 
inslructions and software 
free lilting available- phone lor details 

20MB HD upgrade kit £85 

40MB HD upgrade kii £135 

60MB HD upgrade kll £156 

B5MB HD upgrade kil £169 

120MB HD upgrade kil £199 

200MB HD upgrade kil £270 

HIGH CAPACITY HD'S 

These prices include collection, delivery 
and free lilting, all guaranteed 3.5" 
drives. Phune for details. 
J 50MB £249 f4IIMfl£389 540MB £539 



AMIGA CD-32 



CD Spectacular Voyage inc. Chaos 

Engine. Micronism ,...£279 

New full motion video, allows video 
CD's 10 be played on Ihe CD £197 
lead for CD ■ to 1085 monitor £14.99 

AMIGA 600 

A600 Wierd, Wild & Wicked pack 
Includes Dclux Paint 3, Micoprose 
Grand Prix, Silly Putty, Pushover and 
further free software 

A60O W.W ft W...- £196 

A600 W.W ft W with 20MB HD £276 
A600 W.W ft W wilh BOMB HD.£359 
A600W.W& W - 1.1 ROM £218 




A 1 200 PRO RAM 



High quality memory expansion 
easy to tit full instructions 
Co-processor option 
ProRAM 1200 simply slots into the 
expansion port under the trap door 

ProRAM 1200 2MB £169 

ProRAM 1200 4MB £209 

ProRAM 1200 BMB £289 

ProRAM PCMCIA A600/AI200 

2MB £109 

4MB m "*•■ £159 

ProRAM 1MB A600 £32 



MONITORS 
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14" Hi-Res colour display 
Complele with cable 
Includes integral stand 
Full UK warranty 

Commodore 1084/1085* £194 

Philips 14155A monitor/TV £184 

Micro Vitec .28 1438 .nt. stereo £309 

A1200 SVGA monitor ..,£228 

Idlspldv hi productivity modes, mil rirljuln 



Commodore 1940.... 






£284 


lilt & Swivel stand ... 
Monitor dust cover ... 






£334 

.... £6 
£4.99 



1 .5m monitor ext. cable £1 4.99 

(Simply ."Id X2B lor workstation ol yOM thou e 
whrn pun hating Ihe abovel 




Irgononucally sound 

facilitates up to three external floppy 

drives 

Made in Ihe UK 
Strong and robust 
Aeslheiically pleasing 
Keep your desk neat and lidy 
Supplied complele and assembled 
wilh tree mouse mai 

A500 Workstation « £34 

A6O0 Workstation £32 

AI200 Workstation . — , £34 

Workstation coverall dust covers.. ..£7 
Mouse House £4 



PERIPHERALS 



100 Capacity lockable disk box .£5.99 

Squick mouse £13.99 

Mouse mat £1.99 

TDK high quality DSDflO) disks£9.99 

Computer Mall DSO(IO) disks £6 

let Fighter joystick £13.99 

Apache joystick £6.99 

Python joystick £9.99 

Zipslick joystick £14.99 

Zi-Fy speakers £36 

A5O0/A600/AI2O0 dusl covers ..£4.99 

A500 modulator,.,, £36 

Bur joystick £13.99 

4-Wav mains extension block. ...£7.99 

TV Rf lead £4.99 

A500 internal replacement drive . £47 



SCANNERS 



Allows image processing in a useful 

and unique fashion 

Comes complete wilh manual 

One of the fastest growing applications 

for home and professional users 

High specification coupled with cost 

effective pricing 

64 greyscales 100-400DPI 

Fully compatible wilh Delux Paint 4 

Advanred software 

Power Scanner i (A50Q/A1200»..£102 

Naski mono IA500) £89 

Power Scanner 4 £116 

Power Scanner colour 4 £229 

Epson Gf-6500 (inc.soflware) ..,.£599 



PRO ROM SWAPPER 




Swap between Kicfcslart chips 
Fib A500, A500+. A600, A I 500 
Auto swapping via keyboard control 
Flexible cable allows Ihe swapper to 
work in conjunction wilh artelleratois 
Simple to fit- full Instructions 

Pro ROM Swapper £18 

Pro ROM Swapper* 1 .3 ROM £35 

Pro ROM Swapper* 2.04 ROM £40 

KICKSTART ROMS 

KkkStarl ROM 2.04 £24 

KickStarl ROM 1.3 £17 
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LU4 8EZ Telephone (0582) 491 949 (6 Lines) EST 1984 




POWER SUPPLY UNITS 




! idoition of peripherals 
areane to computer or 



4500 fow*r supply unit 
AI290 Powr* supply unit ... 

A600 Power Hipplv unit 

A>90 Power supply unit 

MD Power supply unit 
CDJ2 Power supply unit ... 



PRO AGNUS 2MB 

Provides a lull 2MB ol Chip Memory (or (he 
Amiga 500 and A 1 500/2000 • Designed and 
built in England "Supplied with 8375 Obese 
Agnus "Includes 2MB Memory on board in 
the iorm uf low power Zips •Allows the pro- 
cessing of elaborate animation and sound 
sampling • Provides the same man. i hip memory 
as the AI200/A4000 & 500+ "Increases 
addressable memory space from 4MB to 10MB 
•Complete with full instruclions and (lying 
leads •British made 

Pro Agnus 2MB £1'29 

if rep 1 1" ■ ■ v available • phone lor octaiKi 




3.5 EXTERNAL DRIVE 



High Quality 

Renowned and proven reliatnlly 

Anti-click 

Long moulded cable 
Slimline design 
HiRh impact plastic 



£57 



Cuman.i external drive.... a.... 
Cumana external drive + 1 00 

capacity disk box £61 

Cumana external drive + 100 
capacity disk box 20 blank disks . £66 
A500/A r >00+ Internal replacement 

disk drive £47 

A600/AI200 Internal replacement 

disk drive £59 

A2000 Internal replacement 

disk drive „ H ,......£57 






High quality premium range of Amiga 
printers 

Two year manufacturers warranty 

Complete with cable 

Citizen registered for dealer plus service 

Swill 90 Colour 

Swift 200 Colour 

Swift 240 Colour.... 

Panasonic KXP 1 1 70 Colour.... 
rjpin IQ&fcjmn. I92CPS Dr*< 

Panasonic KXP 2123 Colour 

IJ4 pin M> t nliimn. I"».»CPS llralti 



CHIPS & SPARES 




KickStart 2,04 


£24 


KickStan 1,3 „.... 


£17 




£18 


i*iwj|i hrlttrvn l.n kSi.mt i 

falter Agnus 8372 .. M ....«.^.... 


£24 


Obese Agnus 8375 

Hi-Re* Llenlse 


£39 

.« £16 




£39 




£19 


8SJ0 CIA 


£7 


32 Simm 1MB 

U Simm 2MB ..;„..„,.,„..„ 


£62 
£104 


32 51mm 4MB 


.......£149 

£289 




....... .£36 


Replacement mouse 

AS00 Internal Disk Drive..... 


.£13.99 
£47 


A600/AI200 Internal Drive.. 

3.5" IDL/2.5" IDE cable 

Spike surpression plus 


£59 

..£19.99 
..£14.99 



Now the power of the modem is within your grasp with Ihc advent of these cosl effective Pro range of hi -spec modems. Auto-dial 
auto-answer. Hayes compatible. 

Pro 2400 FP - Fax Modem v22, v22 BIS, V21, V29, V27 TER, 300-2400 BPS/Fax 9600 £79 

Pro VC144E - Fax Modem v22, v22 BIS, V21 V29, V27 TER, V32, V32 BIS, MNP1-5 ....£189 

All modems inclusive of Comms software, leads and power supply. 

How to make your Amiga into a robot controller - Ask for catalogue 



sales hotline 0582 491 949 (6 lines), 0480 471 1 1 7(24hr>, fax 0582 505900 

M Credit card ordering by phone is easy. Simply phone our sales hotline quoting your credit card number., expiry date, name and address and the products you wish to order and we'll 

do the rest. Alternatively write the above details on your letter when ordering by post. 

When ordering by post in cheque form please write your cheque card guarantee nurnlier on the reverse ot the cheque and send along with your order. Postal orders are also accepted. 
MINIMUM ORDER AMOUNT £15.00 

SO DELIVERY CHARGES TO UK MAINLAND. Should you wish your order to be sent by courier service please add £5. this method secures the item with full insurance, not express. 
WARRANTY: One year warranty return to base. ONE YEAR EXTENDED WARRANTY: Available on all products at 1 0% of purchase price when ordering. 



Mead Office 

T£ f tec Iron k ltd 
_ I End I ane 

Luton 
05*2 441449 



Computer Mall Bedford 

The Ha i pur Centre 
Bedford 
0234 218228 



Where to find us! 

Computer Mall St.Neols 

Priory Mall Shopping Centre 
St.Neots 
0480 471117 



Computer Mall Hertford 

49 Railway Street 
Hertford 
0992 503606 



Computer Mall Dunstable 

»4 High Street North 
Dunstable 
Bedfordshire 
0582 475747 
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YOU MAKE ME 

DIZZY 

Codemasters has commited 
itself and its favourite off- 
spring Dizzy to Amiga CD32. 
This summer will see the company's 
first two CD titles hit the shelves. 
They are all ports, but Codemasters 
has indicated that they may be 
enhanced for the new format. 

Captain Dynamo, the platform 
puzzler featuring conveyor belts. 
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rope slides, water tanks and all that 
malarkey, is the first. It will cost just 
£14.99 on CD. 

Then there's the Dizzy CD Collec- 
tion. If you bought this on floppy it 
would seize a hefty chunk of your 
shelf space and set you back £80. On 
CD32 this compilation of 10 games 
comes in a panatella-sized compact 
disc and costs £21.99. 

The games featured are Kwik 
Snax, Spellbound Dizzy, Panic Dizzy, 
Bubble Dizzy, Dizzy Prince Of The 
Yolkfolk, Fast Food Dizzy, Magicland 
Dizzy, Treasure Island Dizzy, Fantasy 
World Dizzy and Crystal Kingdom. 

A spokesman for Codemasters 
said further releases will be lined up 
if these go well. The highly acclaimed 
Micro Machines, which is being put 
out on PC CD-Rom, could be among 
them. So keep 'em peeled. 



here's a wise old adage in 
the games business which 
says "one good bundle 
deserves another". Okay, there isn't. 
But what a fine way to introduce a 
story about the new CD32 Spectacu- 
lar Voyage pack, announced just 
after the Amiga 1 200 pack which we 
featured in last month's news. Okay 
it's not. But we were desparate. 

Spectacular Voyage is a showcase 
for two of the best CD32 titles so far. 
Psygnosis' Microcosm is already a 
legendary CD game and although it 
has its critics, its technical quality 
does mark it out as something of a 
landmark. Renegade's Chaos 
^LFnqinf has already wowed 
Fj^H Amiga users in its 1 200 incarna 



tion. Now it has its chance to do the 
same for CD32 twiddlers. See the 
review this issue to find out how fab 

it is. 

While stocks last. Commodore will 
include the four games from the 
existing bundles in the Spectacular 
Voyage. That's six titles and one 
state-of-the-art 32-bit CD console for 
£299.99. Find us a better bargain 
than that and we'll be impressed. 

This is the third CD32 pack, fol- 
lowing the unnamed Diggers/Oscar 
bundle which launched the machine 
last September, and the Christmas 
bundle Dangerous Streets (with Dan- 
gerous Streets and Wing Comman- 
der). Spectacular Voyage is in the 
shops now. 



There's no such thing as a sure thing, but ESP Software boasts that it 
will come pretty close with Oracle Racing System. Basically, this pro- 
gram recommends winning horses from its database after important 
details are fed into the software every month. 

It all sounds pretty compliacated but ESP points to 146 winners and 
62 placed horses from 245 recommended bets in its first seven months. 
Hang on, though — where's the catch? Well, it'll set you back £99.95 
to start and, obviously, it's no good unless you're over 18. 

Oracle Racing System is one of the many mail order programs avail- 
able from ESP. Others include the sports-sims Professional Football 
Masters, Stable Masters, Formula 1 Challenge and CricketMasters. With 
Football Masters you even have the option of playing by mail! 





NEWS 



OH YES, CHEAP LEMMINGS 




Green flowing locks have never 
been so inexpensive — Psyg- 
nosis has tied up a deal with 
toots and WH Smith to sell Lem- 
oMngs at bargain prices. 

For a limited period only the 
stores will sell Lemmings for f 14.99, 
Oi No' More Lemmings for £9.99, a 
double pack featuring both for 
£19.99. Lemmings 2 The Tribes for 
£19.99 and a limited edition Lem- 
mings 1 and 2 for £29.99. 

The promotion is collected under 
the banner Lemmings For Breakfast. 
There'll be a special coverage on The 
Big Breakfast. But you'll need to get 
up really early to catch that.. 
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MONITOR DROUGHT AT AN END 



The monitor shortage which 
has plagued Commodore 
since Christmas looks set to 
end all at once. ZCL, a distributor 
which supplies products to retailers, 
has just announced the availability 



of the catchily named Microvitec Pro 
Graphics Multi Sync monitor. It is a 
high-spec piece of kit designed to 
exceed the performance of the 1 942 
which is the preferred monitor for 
Amiga 4000 users. Meanwhile Com- 



modore has just replenished its 
stocks of 1084s. Supplies ran out fol- 
lowing a jump in demand when 
Philips pulled out of the Amiga mon- 
itor market just before Christmas. 
Wasn't that interesting? 




VERDICT PANEL! 

Yes it's true. Last month we 
decided that we didn't want to 
print the correct Veridct panel 
with the scores for Bubble 'N' 
Squeak. Oh no, we were being 
cool and hard and funny and 
lots of other things like that. 

Oh, all right, we messed up. 
But the truth of the matter is no- 
one here at The One noticed 
until someone claiming to be 
called Brian Lowe from Mid- 
somer Norton wrote to us to 
point the error out. 

We're not ashamed to admit 
we make mistakes. But we don't 
necessarily want anyone else to 
know about them. So printed 
below this text is another Verdict 
panel with the correct scores for 
Bubble 'N' Squeak. We'd like you 
to cut it out and glue it over last 
month's review so that no-one 
else finds out. Remember: it's 
our little secret. Thanks. 
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£24.99 Out Now 
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REVOLUTION TWO 



Virgin Interactive has put its money 
where its ideas are by buying a 
stake in Revolution Software. 

Revolution, the Hull-based adven- 
ture specialist, has had its last two 
Amiga games Lure Of The Temptress 
and Beneath A Steel Sky published 
and marketed by Virgin Interactive . 
Now, the games giant has acquired 



Revolution's boss Charles Cecil 
said the deal offered: "the opportu- 
nity to exploit new technology and 
fulfil our ambitions in state-of-the- 
art games design." 

Two more titles are under way 
from Revolution. Virgin is sure to put 
its not inconsiderable marketing 
muscle behind them. It has already 
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25 percent of Revolution in an effort booked up Dave Gibbons, the awe- 
to take on LucasArts and Sierra On- somely talented comic artist behind 
Line. Which we're sure they'll have no Beneath A Steel Sky, for special sign- 
trouble doing. tng sessions. 
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ames design will line up 
alongside medieval history 
and agricultural studies as a 
legitimate degree course from this 
coming September. 

Follwing an initiative by Domark's 
European Distribution Manager Rus- 
sell Ferrier Middlesex University has 
agreed to establish the degree, the 
first of its kind in the UK. 

Applicants will be financed by 
software houses. That means cash 
for course fees, accomodation. 
Suede records, dreadlock hair exten- 
sions. However, it's unlikely that this 
cash will be spent on personal 
hygiene products 

Ferrier said: "It'll put the United 
Kingdom on the map. We're leading 
where the other countries are not. 
Japan is the only other country with 
the development bank to enable 
courses like this to exist." 



MICROSM TOPS CHARTS 



Microcosm has rocketed to 
the top of the CD32 soft- 
ware chart with sales of 
16,000 in its first few weeks. 

Psygnosis' (inner)space-sim was 
expected to cause a major splash on 
the platform and that's just what is 
has done. The company is out of 
stock and expects to sell even more 
when it has duplicated a new run. 
Microcosm is something of a key title 
for Commodore. It is featured in the 



latest bundle and has been named 
as the 50th title in the ever building 
software roster. 

Last month we reported that 
CD32 had topped the CD software 
sates chart for the first time. It looks 
set to stay that way. By mid-March 
CD37rt3cl cemented its position with 
a 44 percent share. In the coming 
months new titles will include Jun- 
gle Strike. Kick Off 3, James Pond 3 
and many more. 






AUDIOGENIC 

THROUGH TO WE/1ABLY! 



The majestic thrust of the 
twin towers, the regal sweep 
of Wembley Way, the deaf- 
roar of the capacity crowd, the 
of overpriced hot-dogs. Yes 
is more than just a sports 
And now its name has been 
.'=zziz up by Audiogenic for I 
scnes of new sports-sims to be 
released later this year. 

Wetnbley Rugby League will be 
avaiUole on Amiga 1200 from the 
wee*, before the Rugby League Chal- 
lenge Cup on April 30. No price has 
been finalised. Wembley Interna- 



tional Soccer will be launched on the 
1200 and CD32 a week before the 
Cup Final on May 14 at £29.99. 

Both titles feature two gameplay 
alternatives — the bird's eye view or 
the standside TV-style view — and 
will probably very different to the 
screenshots shown here because 
they are taken from a very old 
Audiogenic game. The company says 
more Wembley games will be 
announced later this year and you 
can be more than sure that keep you 
posted. Let's just hope we have more 
luck with the screenshots. 






SUPER HIGHWAY JAM 



xperts have predicted long 
delays to building work on 
the by now infamous "infor- 
mation superhighway" which many 
predict will be the future of com- 
puter gaming. 

A succession of industry analysts 
poured cautionary cold water on the 
suggestion that there will be a mad 
scramble to build digital routes into 
people's homes at The Age Of The 
Digital Home conference in London 
on March 23/24. The "superhigh- 
way" would cash in on digital tech- 
nology to deliver movies, TV, shop- 
ping, banking, infotainment (eek, 
crap new word from America alert!) 



and, of course, games, straight 
down a single cable and into the liv- 
ing room. The idea is that you would 
call up a menu on your TV screen, 
click on games and scroll through all 
the available choices. When you've 
selected the one you want it is 
downloaded into the "set top box" 
which sits on the telly and controls 
all this technology. 

Well, that's the idea. But loads of 
lawyers, economists and academics 
say goverment regulation, confusion 
over royalty payments and technol- 
ogy feuds will slow it all up. Then 
there's sheer consumer bafflement. 
One specialist showed figures which 



said that 77 percent of people have 
never used a fax and 66 percent have 
never used a PC. The great 
unwashed public don't appear to 
like technology very much. 

Technophobia won't stop the 
multinational corporations. Compa- 
nies like BT, Cable & Wireless and Bell 
Atlantic want to build the digital 
superhighway and various experi- 
ments are taking place as we speak. 
BT has a 'video on demand' experi- 
ment going in East Anglia, Microsoft 
is doing a test case in Seattle while 
Silicon Graphics is hooking up 4000 
homes in Orlando. So it should be 
over here by the 23rd century, then. 



NO MORE 



ith my Amiga I hon- 
our you, with my 
Amiga I worship 
you, and all the Amigas that I 
have I give to you". 

Okay, these were not the 
words with which Tony Cooper 
married his fiance Janette (we 
don't know her surname, I'm 
afraid) in Portsmouth on March 
19 — but they might as well 
have been. The adoring couple 
first got together when their 
eyes met across a keyboard two 
years ago. 

Both are complete Amiga 
nuts and it was after Tony did 
a bit of a repair job on Janette's 
printer that sparks started to 
fly. Now, their two Amigas are 
as one. Sort of. 

Amiga based romance 
comes as no surprise to The 
One team because we're so . 
knee-deep in 'babes'. No, really 
— I spoke to a real-life girl the 
other day in the supermarket 
and everything. So ignore those 
playground taunts keep playing 
on your Amiga and success 
with womeh will come. 
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Terry Carrington is not a man 
who gives up easily. Andy 
Nuttalp- our new egg — was 
settling into his job quite nicely until 
Terry decided to ring him up. "Have 
you seen the disk I sent you?" 
inquired the voice over the phone. 

"Er, no — I haven't had time," 
explained fresh-faced Andy, rather 
apologetically. 

"Well I think you should," shout- 
ed Terry, "because our game, Val- 
halla and the Lord of the Infinity 
really is quite good." 

Andy muttered something about 
possibly doing it later and moved on 
to other things. "If that git thinks he 
can force me to look at a disk just 



because CU Amiga thinks its quite 
good then he's got another thing 
coming," he sobbed. 

When we explained that even the 
Yellow Pages has more Amiga games 
knowledge than we do and as such 
anything the 'Great God CU' thinks 
must immediately be right, he decid- 
ed to act. 

Thank goodness he did because 
Valhalla is looking quite groovy — 
even at this early stage. It's billed as 
'The First Ever Speech Adventure' 
and centres around the exploits of 
the Prince of Valhalla. This cuddle- 
some character walks and fights his 
way through four massive levels of 
top-down arcade adventuring but 



the difference here is that he actu- 
ally speaks to you. Vulcan is claim- 
ing that the main character has a 
vocabulary of over 1000 — that's 
one thousand — words! To top it all, 
the compa*ny claims that even 
though there will be at least five 
disks full of speech, there'll be no 
disk swapping during levels! I know 
— incredible, isn't it? 

We'll be taking a more in-depth 
look at this promising game next 
month, but in the meantime take a 
look at this screenshots. 

Oh, one last thing, Terry: we're 
sorry truly we ever doubted you. A 
bunch of flowers will be dispatched 
in due course. 



CASTLE 



The first signs of genuine 
activity on the Video CD front 
have emerged in the shape of 
three releases from a company 
called Castle Communications. 

Castle, apparently, is a long-estab- 
lished video and music label with a 
huge catalogue of programming. It 
has declared itself completely sold 
on the Video CD revolution and is 
busily lining up literally hundreds of 
releases on the new format. 

The first three will be available on 
April 18. They are Pavarotti Nessun 
Dorma, The History Of Aviation and 
Dinosaurs Myth & Reality. Prices will 
be set by individual retailers but Cas- 
tle expects them to settle at around 
£15.99. 



Regular The One readers will 
know that Amiga CD32, with the 
addition of a full motion video mod- 
ule, is one of only three currently 
available Video CD platforms. The 
others are Philips CD-i and PCs when 
fitted with a special card (we really 
know what we're talking about, 
dont we?). 

But CD32 is gaining particularly 
high praise from new developers. 
Castle's lain Davie said: "It's a long 
and detailed process encoding discs 
for all the different platforms avail- 
able but the CD32 has been the eas- 
iest of the lot by far and the results 
have been truly impressive." 

All the above titles are linear (like 
videos rather than games) but they 



will have all the CD benefits like skip 
and search. 

Further ahead Castle will release 
three more 'edutainment' titles on 
May 16 and some additional music 
titles by July, with artists like Alice 
Cooper, Iron Maiden, Aretha Franklin 
and Spandau Ballet to be included 
in its portfolio. 

The three other music companies 
commited to Video CD — BMG. Poly- 
Gram, and PMI — haven't 
announced release dates yet. But 
discs featuring Tina Turner, David 
Bowie, Eurythmics and Iron Maiden 
are expected by June. 

Meanwhile Philips has announced 
its intention to publish discs in the 
universal standard for the first time. 



Previously its FMV movies were all 
tailored to CD-i (even though CD32 
still played them) but now the com- 
pany has adopted the standard just 
like the rest of the industry. 

A company spokeswoman was 
unable to supply any details of 
which titles we can expect to see but 
Philips has good links to the film stu- 
dios, so there could be some great 
movies among them. 

* Commodore's CD32 full motion 
video add-on is still some weeks 
away from being widely available. 
Engineering complexities have held 
it back from the market since early 
1994 but it should be with us this 
month. A few hundred were shipped 
out in February. 
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Manchester United won ihe firs! Premier League competition and look set 
to win the second. Whilst the Manchester United team have practised 
their skills on the training ground, Krisulis' lop team of programmers 
hove toiled to perfect a football simulation which will give the player a 
more realistic reproduction of the football season together with its 
injuries, suspensions, tactics and careful foreword planning that could 
dictate the success or failure of your chosen team before you have even 
picked up your joystick and pressed a fire button in anger. 

Iocti-Grid' w . An advanced form of strategic control allowing complex 
formation design and individual player match todies. Up to 4 human players 
con lake control of any Premier League, Endsleigh League or GM Conference 
club. Hay full and accurate seasons which include league, F.A. Cup, League 
Cup ond Charity Shield, relegation, promotion, play-off ond friendly matches. 
Alternatively create custom leoque ond cup competitions, or ploy one-off 
matches. Varying injury types ond severities, yellow and red cards, disciplinary 
points and variable suspensions. Selectable home, away or third strip. - A 
host of statistic charts ond graphs including oil league tables, fixture lists, cup 
draws, team and divisional top scorers, manager and team performance, injury 
type ond duration ond disciplinary records. Over 2500 players ail with 
accurote skin tones and hair colours and 10 different varying skill abilities. 
Arcade section includes ultra -quick gomeplay, passing, shooting, heading, diving 
headers, deflections, variable pitch conditions, advanced computer ployer 
intelligence, extra lime, injury time and penolry shool-outs. latest Premier 
League rules including squad numbering, substitute goalkeepers and pass back 
rule. Advanced replay mode with slow motion, freeze frame, and reverse 
camera angle features. 

Premier 

L E AG U E 
CHAMPIONS 

Amiga 500/Plus Amiga 600 



Amiga 1200 CD32 PC3.5 PC CD ROM 






I can't believe how many letters almost qualified for the now prestigious Git of the Month 
Award this month. There really are some sad and twisted readers out there. Of course, we 
love the opportunity to be condescending towards you all so from next month we'll be giv- 
ing away a software prize to the sender of the letter which annoys us the most. So get your 
letters in to: Letters, The One, 30-32 Farringdon Lane, London EC1R 3AU. 




As is tradi- 
tional with 
our Git of 
the Month, 

we have 



would get in touch with his agent 
and put the word down the line to 
stop the mag. 

I hope you gave your publishers a 
good b*****ing for this ginormous 



"for all you thickies ot there," 
deserves nothing more than com- 
plete derision, because you're obvi- 
ously the thickest git on the face of 
Earth. But thanks for writing, and - 




reproduced error or for all you thickies ot there a hey, do keep reading The One. 

the 'winning' great f**k up, you would of thought However, Alan's accolade as Gil Of 

letter exactly as that they would of checked the mag The Month was in jeopardy when 

we received it, typo- first to see if it was okay before they we received the following letter 



After not hearing a reply I ha 
cancelled my subscription to yo 
magazine. 

D. D'Alessandro, 
Cambridge. 

Right, Mr D'Alessandro, let's 
take things one at a time, shall we? 
Firstly, we don't answer letters per- 



graphlcal errors, grammatical mis- 
takes, dodgy spelling and all. 



A COMPLETE GIT 

Dear The One, 

I am writing to you because I 
think I cost you Allot of money. I 
went to my local newsagent and 
bought one of 2 of my favourate 
magazines yours, and when I got 
home and started to read your 
magazine I saw that your W.I. P. 



pushed it out When I saw what had which, once again, is reprinted in all sonally. Ever. Not even if you send 



happened to your BRILLIANT mag I *fs glory... 
was devastated on a missed out of a 
good read, this is the first time I have 
ever written to a magazine so for this 
great deed I've done for you and all 
the other The One readers. The One 
thing I've got to ask is "Do I win a 
prize". 

Alan White 
Manchester 



ALMOST A CIT 



Ves — a prize for being the biggest 
git yet in our two-month old feature. 
was printed twice and half of the For one thing, get your English Ian- 
mag was missing so I gave my guage sorted out before you start 
newsagent a call and told them using profanities, because it isn't big 
what was wrong and he said he or clever. For another, your statement 



Dear sir/madam, 
On the 3/12/93 I wrote to you ask for 
advise on a certain subject. Now near- 
ly two months later I have not 
receaved a reply. 

I would of not been surprised if I 
had not enclosed an SAE along with 
my letter. 

Your company is badly organised 
and so must be of a very low stan- 
dard 
ind( 



two stamped addressed envelopes 
as we state fairly frequently. You 
see we're far too busy writing the 
magazine to contact you personal- 
ly. We'd love to, but there'd need 
to but there just isn't time to write 
back to everyone individually. Sec- 
ondly, why would the fact that we 
didn't reply encourage you to can- 
cel your subscription ? As subscrip- 
tions are paid for in advance, don't 
you think your reaction is perhaps 
a little over-the-top? Not to men- 
tion wasteful. We've still got your 
money but you haven't got your 
copies of The One. Thirdly, you're a 
git. Who's smiling now? 



CAME CLOSE, BUT... 

Dear The One, 

This morning while I was waiting for 
my back orders 'Scantily Clad Viking 
Babes' to pop through the letter-box 
I happened to be reading your review 
of Simon the Sorceror in the February 
issue edition. 

Well, let me tell you right that I 
was bloody disgusted — not with the 
game, but with your comment: "If I'd 
wanted to kiss a pig I would have 
gone round Bjdrk's house." 

What an insult! She's a picture of 
beauty, she is. So look, be told, 
matey. Any more remarks like that 
and I'll be forced to come down there 
and duff you in. 

Lord Thrombosis Grunttock IV 
(Nigel to my mum and dad.) 



why don't you be told, matey? And army of people who kill each other 
one final git — again, exactly as we yes? 

received it... 0n m y 9°°* ' s tnat tne t ' me its l ' me 

for my daily blast of frontier Bye! 

Michael O'Conner 

LAST MINUTE DA5H 



Bjdrk's not a picture of beauty, 
she's someone who looks like 
her face has been ironed. So 



Dear Gits and Gitettes at The One, 
firstly simon is a real gimb he didn't 
actually think that frontier was as 
good as desert strike what a p***k! 
Anyway I thought of some new ori- 
gins of Atari ST's. The Atari is a bike 
ramp for all those stunts you do on 
your bike or a Axel stand for mechan- 
ics, or it is the best piece of fire wood 
around, or it used to port over C64 
games, or the people at Atari made 
the ST as a joke but they forgot to tell 
people! 

Oh, yes can anybody produce a 
cheat for Bubble Bobble or mouse- 
trap? Why does not a software com- 
pany produce a cheat a game of 
Warhammer where you controll little 



Ha ha ha ha ha ha ha ha ha ha ha ha 
ha ha. It has to be said that your let- 
ter contained the most reasoned 
argument we've ever seen: I'm a 
p***k because I prefer Desert Strike 
to Frontier. Right. Ever thought 
about becoming a politician? Or a 
comedian? Or are you too good at 
being a complete git? 



OFF TO THE STATES- 

Dear The One, 

I'm a proud owner of an Amiga 600, 
and an avid reader of your maga- 
zine. However in a couple of months 



I'm emigrating to the USA and I'm 
resigned to losing my Amiga and my 
precious software collection. 

Could you please print the address 
of Amiga Game Zone magazine (the 
American mag as featured in Tne One 
April), and also the address of a CD32 
dealer in the US. 

Thanks for your help, and thanks 
for being the best Amiga mag 
around. I'm going to miss you. 

Robin McCanley 
Co Antrim. 

Don't get too disheartened, Robin — 
you should be able to buy your copy 
of The One in the States, if you shop 
around. Anyway — why not take out 
a subscription? It'll cost you £75, but 
you can rest in the knowledge that 
The One will be delivered by Airmail 
to your door. Hurrah! 

Amiga Game Zone, by the way, can 
be contacted at: AMIGA GAME ZONE; 
1 03 W. California, Urbana, IL61801. 



ffcav cn t got the address of 
i- n The Suites Sorry 



OVER-RATED 




■be One. 

can j rantty bombarded by unde- 
17 praise. I'd be the first 
tnat they released six excel- 
in a row at the start of 
to fame (namely Alien 
Breed '92, Project X/Pro- 
X "92. Assassin and Superfrog). 
was superb but then it all 
downhill as the team became 
:ent about their success and 
The dull Body Blows. Okay, it 
better than Sfreef Fighter 2 but 
'■' "d ■ . mb.it shamed them both, 
even though fhaf wasn't exactly per- 
fect Overdrive was playable but 
-x«ed imagination. Cardiaxx was. in 
a word, crap but Qwak was smart. 
Body Blows Galactic had some 
screaming I y-good ideas (i.e. the 
futuristic characters and settings) but 
was implemented appallingly. 

But the thing that has really 
s--z f ea me is the way you over 
rated Alien Breed 2. It's almost exact- 
ly the same as the first game: the 
extra weapons are nothing but a 
graphical alteration, the graphics 
hMicn't been improved much (you 
sa«d the Intex system was brilliant), 
ad there's little else new except gun 
•-"rts and shooting aliens Like, 
wow. I bet that took some thought. If 
you want a Gauntlet clone, The 
Chaos Engine utterly outshines all 
AJ*en Breed games in EVERY depart- 
ment. Surely this is obvious? 

Srop this propaganda right now 
before l sfa/t reading another magazine. 

On a less furious note, I feel terri- 
ble. The March issue was Dave's final 
Amiga fling and the 'Letters' page 
full of people slagging him off! I 
joined in by saying his January 
Hext Month' pages was crap. He 
*asn t a bad old stick, you know. Fat, 
yes. but not a complete git like some 
worting at The One. So come on, 
Mnds on hearts: "God save our blub- 
oery Dave, long live our chubby Dave, 
God save our Dave..." 

One final thing: Now that Dave has 
□one are there any jobs going free? 

Stephen Boyes, 
Cleveland. 

I refuse to get drawn into the "I 
don't agree with that particular 
martr" debate because at the end of 
the day an overall score is awarded 
by a single reviewer. I personally 
think that Alien Breed 2 and The Chaos 
: : - are two exceptional games, 
with neither being better than the 
other You feel differently — fair 
enough But don't expect me to write 
to you complaining about your opin- 
ions, this is a democracy after all. As 



for your job inquiry, I'm sorry but 
we're fully-staffed at the moment: 
Just one small piece of advice, 
though: whenever you do apply for 
a job, don't imply that you think 
someone at the company you'd like 
to work for is a git because it won't 
get you very far We don't mind but 
we're sure other people might 



DANGEROUS MARKS 

Dear The One, 

I would like to complain about the 
ratings given to Dangerous Streets. 
They were far too high! The graphics 
were so crap I couldn't make out 
where the backgrounds ended and 
the sprites began. 

So here's just one tiny message to 
Simon Byron. You over-rated the 
game and I feel sick. But I still think 
you are the one and only proper 
games magazine. 

Alex Mackinnon, 
Brighton. 

Hmm... Okay, I would now like to 
officially reduce the marks awarded 
to Dangerous Streets as follows: 
Graphics: 2%. Sound: 2%. Payability: 
2%. Instability: 2%. Overall: 2%. Feel 
better now? 



LOW LAUGHS 

Dear The One, 

I've written in to say that I disagree 
with Glenn Turner from Derby and 
his views on low-rating games. 
Although I partly agree with him 
about precious space in your maga- 
zine being wasted with games that 
are crap, I find great enjoyment from 
them. While Mr Turner may groan 
when a game getting under 30% 
takes up a page, I give a cheer and 
quickly read The Verdict' to see how 
you have slagged the game off using 
sarcasm and colourful metaphors. 

"Euro Soccer is crap — you've got 
more control over the population of 
Africa than the ball in this game." — 
Euro Soccer, 26%. 

"Bloody hell, this is awful! This is 
one mutt that should be tied to a 
barn and and shot with a double-bar- 
relled shotgun." — Huckleberry 
Hound 1 7% 

"I'd say the one disk's worth of 
Dragon's Lair has twice as much 
payability than all of the events 
found here put together." — Super 
Sports Challenge 14%. 

This is what makes The One stand 
out from the rest of Amiga maga- 
zines currently available. Magazines 
such as Amiga Computing have no 
sense of humour, and if they did it 
would be "Have you heard the one 
about the 33Mhz Accelerator?" 
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SENSIBLE SOCCER 

thout the merest inkling of a suggestion of a shadow of a 
t football game ever. " Amiga Power - 93% 
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WHITES WHIRLWIND SNOOKER 

s the 3D is. Jf's only one aspect of a game cfrockffilf of 
tures. PC Review 9 



ELITE- ELITE Plus 

'mpiy the most original game-play since the birth of computer 
merit. An all time classic. PC Format 
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?OOL 

onformsin everyway to what you'd expect from a perfect cutesy 
game. And in doing so has become the perfect platform game... 
e all things cute and colourful, yoa'lf love this, and if you aren 7 
sed to platform games you'll still love it. " 

Amiga Format Gold 95% 
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The One is in a class of its own and 
will surely kepp going a lot longer 
while other magazines collapse by 
the wayside. 

Jonathan Clarke, 
Swansea. 

Ta for the compliments, Jonathan, it 
makes me fell all warm knowing that 
for every ten gits there's at least one 
reader who likes what we're doing. 



SIAAULTANEOUS 
ACTION 

Dear The One. 

Recently, my brother and I managed 
to link our A500s together with a 
home-made null modem cable and as 
a result I am very interested in games 
which have a link-up option like Bat- 
tle Cars and Stunt Car Racer. Do you 
know any other games with a link-up 
option which are worth spending 
money on? If so. are you willing to 
mention them... beneath this letter... 
just before it's published in The One? 

A.C Bol 
The Netherlands 
P.S. Did David really go to the 
Caribbean? 

Our favourite two-player modem 
games are, in no particular order: 
Knights of the Sky, Skidmarks, and 
Lotus Yes, David did go to the 
Caribbean. The fat git. 



ARE YOU 
DISAPPEARING? 

Dear The One, 

What the hell has happened to your 
superb magazine? Firstly, you put the 
price up to £3.95 which isn't too bad, 
but a couple of months later I was 
horrified to discover that the Febru- 
ary issue had diminished from a 
healthy 130-odd pages to a terminal- 
ly ill 1 14 pages. Maybe you thought 
you could sneakily pull off this stunt, 
but I've spotted you. I hate to go on 
but I had to sell one of my arms to 
subscribe to your magazine and I'm 
writing this letter with my right ear. 

Talking of subscriptions, can I just 
say thanks for sorting out a decent 
subsription offer at last. Thanks to 
you I now have a copy of that corker 
of a game Alien Breed 2. 

Lastly, and this is for the guys at 
Sensible Software, please implement 
the offside rule in Sensible World of 
Soccer, even if it's just as an option. 

Peter Allan, 
Liverpool. 

Unfortunately the Amiga games 
scene is so up and down at the 
moment that it's often impossible to 

put nut an issue with as many 
pages as we'd like. We always 
ti . to create the best value for 



money package we can but we're in 
the hands of the gods as far as 
review and preview material is con- 
cerned. However, this isn't anything 
new — fhe same thing happened 
around this time last year. 



DON'T TAKE ON SO 

Dear The One 

Why do you let people like Mr. Super- 
frog wind you up so much? After 
reading his letter I got the impression 
that most of the crimes that Mr Frog 
bragged about were made up? 

The guy has obviously gone out of 
his way to annoy you, and he most 
definitely succeeded. You say in your 
reply that you don't feel any anger 
towards him and then spend the rest 
of the page slagging him off. You 
really shouldn't take everything so 
seriously you know. 

The One is a great mag and your 
sense of humour is what sets it apart 
from other mags. Mr Frog is obvious- 
ly an idiot with a perverted sense of 
humour and you do yourself discred- 
it by even printing his letter, never 
mind ranting and raving about it. 

Paul Brown 
Leiston, Suffolk. 

PS: Now Dave's gone who are you all 
going to take the rise out of? 

Lets answer your questions in 
reverse order. Lastly, everyone is 
going to take the rise out of me from 
onow on, which unfortunately is 
something I'm just going to have to 
get used to. And firstly, we weren't 
exactly being serious when we 
replied to Mr Frog. We just like talk- 
ing down to people and he gave us 
ample opportunity to do so. 



ZAPPO CHAPPO 

Dear The One 

I was reading David Welcman's letter 
in April's issue. He couldn't choose 
between the A1 200 and the CD32 
and asked your advice. 

Well, your reply was that Com- 
modore has no plans for a floppy 
drive for the CD32. But didn't you lot 
bother to check with anyone? 
Couldn't you even phone David 
Upchurch [David who? — everyone] 
and ask for his view — though, let's 
face it, even he would have probably 
given you the wrong info. 

Well, Mr Welcman, there is a flop- 
py for the CD32 and it's called the 
Zappo External Floppy Drive. Also, 
you can buy a keyboard, which turns 
your CD32 into an A1200 Great eh? I 
hope this information helps you to 
reach your decision easier, that's if 
you've not already made it. 

You'd better watch out, Simon, 
more mistakes like this and I'm sure 



Matt would be only to happy to 
take-up the editor's job. 

Chris Hyde 
Edinburgh 

PS. Did I tell you that you can also 
get a memory expansion for your 
CD32? Well you can. 

Erm... I do my best when it comes to 
answering technical queries, but Tm 
the first to admit that Tm not really 
that up on my hard drives, external 
floppies and other such subjects. 
Okay, so I appear to have got some- 
thing wrong. But if you're really that 
interested in the technical side of the 
Amiga then you're reading the 
wrong magazine. If you haven't 
already noticed, we write about 
games. And thats it. Sorry. 



SEEDY PIRATES 

Dear The One 

Haven't any software publishers 
realised that CD32 games are as easy 
to pirate as their floppy counter- 
parts? If they continue to throw their 
old games onto CD as budget re- 
releases, you can bet your life they'll 
end up on a bulletin board as a file 
you can run from floppy. It's only 
with CD32-only games like Liberation 
where pirates find problems, because 
the source code's so huge. 

John North 
Uxbridge. 

Well pointed out, Adam. However, 
most CD32 publishers do know that 
already. But, on the budget side of 
CD, they have already released the 
floppy games some years ago —and 
so they're already on bulletin boards. 
Also, most full-price re-releases have 
CD-quality music, or large animated 
intros added, which usually increas- 
es the code to an unpirateable size. 



we feel for you mate. No, seriously, 
the problem is that each magazine 
has a certain number of writers, and 
sometimes a game comes in which 
doesn't really suit any of them. But 
the game still needs reviewing, at 
somebody has to do it Usually it's 
Matt. No , ha ha — at The Soarawi 
One, we're pretty much suited 
reviewing games of any genre, at 
damned proud of it we are too. 



WHO'S A CIT? 

Dear The One 

Have you noticed how many tim« 
you use the word 'git'? Can't 
think of any other terms of abuse? I 
know you can't use really naughty I 
words, but what about 'turd', or 
'twerp' or, even 'prat'. Last month 
(April) I counted 27 'gits' in your 
magazine and I think I may have lost 
count somwhere in the Review Sec- 
tion. As for 'Git of the Month', well 
that just underlines my point. Why 
spoil an otherwise erudite magazine 
with the repeated use of a word, 
which you won't even find in the dic- 
tionary. Call yourselves journalists — 
real writers have more than one dis- 
paraging adjective at their disposal 
Barry McLuskie 
Fife. 

Well, you know what's coming now, 
don't you Barry. You're a complete 
git, aren't you? Anyway, the Cham- 
bers Dictionary defines the word 'git' 
as: 'a person (used contemptuously); 
a fool; a b**tard — See also under 
get (noun), [get offspring, bratj. ' But 
Baz me old mate if you want a pre- 
cise definition, may I suggest that 
you take a good look in the mirror! 
Ha! My God we're clever sometimes, 
aren't we? 



I HATE RPCS 

Dear The One 

Why, oh why. oh why do some other 
magazines review games which obvi- 
ously aren't suited to them? Almost 
every other magazine I buy begins at 
least one review with "I really hate 
RPGs" or "Why can't platform games 
ever be more exciting?" It's 
appalling, and I'm sure it's not doing 
the buying public, or the magazines, 
any good. It's because of this that 
I'm only going to buy The One in 
future. You make me laugh, and 
you're always honest. Keep it up. 

Paul Stevens 
Hemel Hempsted 

Hey — thanks Paul, a nice crisp Ayr- 
ton is in the post. We like The One as 
well, and it's the only one we buy, so 



STOP PRESSI 

We've just received a letter from 
Jason Marchant which arrived 
slightly too late to make it into 
this issue. For your information, 
Jason disagreed with the 
April's'Git of the Month Award' 
and the Next Month page which 
ridiculed the sender of a letter to 
Jenny. Having read this, we all 
conceeded that, yes, we were a 
little harsh. So, by way of apolo- 
gy, next month we'll be having a 
'nice' issue. This means that you'll 
be able to say anything you want 
about whatever you want and 
we'll be nice back. Who knows, 
we may even get so sycophantic 
that you'll be begging us to return 
to normal. And as an extra special 
thanks, we'll award a software 
prize to the sender of every letter 
we print. So put pen to paper and 
get scribbling... 




Roving rescue action from the creators of 'Pinball Fantasies' 




What makes him so good? 
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FEATURE 






Thanks to BBC2, there's a new computer show on your tube. Not only did Matt Broughton 
get to spend a day with the lads and lasses involved, but he also managed to pick a day 
when they were filming in Bournemouth. Imagine how sick Mr Byron was! 



You have me at a disadvantage, dearest 
reader. For as I write this, the first of a new 
television series has yet to even be edited 
together; whereas whilst you read this, a couple 
of programs will have already been screened. 
Lucky you! 

Yes. as of April the 13th, BBC2 started a new 
ten part magazine series about computers and 
information technology. If you've managed to 
catch one of the programmes you'll probably 
know more about this than I do, but The Net — 
for that is its name — is about cutting-edge 
applications, investigations into the dangers of 
digital systems, advice on what to buy and what 
not to buy — and much more. Phew! 

Among other things, this half-hour pro- 
gramme intends to give a hard-edged insight 
into just about anything computer related, with a 
number of location-based reports. Therefore, you 
can expect to suddenly know everything about 
such items as 'How under-fives are improving 
their hand-eye coordination', 'What it's like 
behind the scenes with German hackers', not to 
mention 'How Apple Macs are being used to con- 




This fs Jules Gibbons, the young presenter of 'Net 
Attack' and no doubt a star of the future. Jules' big 
break came about entirely by chance following an 
appearance on another BBC games program called 
Short Change. She was one of a number of kiddies 
that came on a did a short 'Joe Public' review. For- 
tunately for her, she impressed Short Change's 
camera man, who just happened to be put onto 
the Net Attack' project. When they started 
looking for a presenter, there seemed to be 
an obvious choice.. 



trol the lighting at The 
Louvre'. Great. 

Of course, knowing 
our readers as I do, I 
imagine that some of 
you are staring at 
these words thinking 'I 
don't care about that, I 
just want to play 
games. And eat chips' 
and that's fair enough. 
Of course, I knew that 
before I started writ- 
ing, which is why I 
don't want to talk to 
you about The Net as 
much as I want to talk 
to you about a sepa- 
rate feature in each 
prog, 'Net Attack' 

'Net Attack' will 
most definitely not be 
taking itself quite as 
seriously as the main 
programme, and fea- 
tures a dog called 

'Goat' (whose real name is Bobbi), and a 13-year- 
old presenter called Jules (whose real name is, 
er... Jules). 

'Net Attack' is a completely separate produc- 
tion and aims to please the games player in all of 




Here we see the team responsible for 'Net Attack' in a completely natural 
pose (ahem, ahem). And they are (from left to right) Steve Shearn (sound), 
Dan, Jules, Robin Riseley (Camera), Patsy Richards (PA) and Graeme Pollard 
(the poor man trying to direct this horrendous bunch). Rather embarrassing- 
ly, when we gathered for this photo, a crowd of about 20 tourists assembled 
to watch in case any of us were famous. (Either that or they thought we 
were filming for the Children's Film Foundation or something). Ho hum. 



us with wacky reportage, not to mention tips on 
life, and lots of 'happy' haircuts. As you might 
imagine, this was all a bit too much for me, so I 
just went down to a filming session to check 
things out... 




One of the reasons for travelling to Bournemouth 
was to film a slot where Jules feeds tons of wind- 
surfers with her shopping bag contents (don't 
ask!)- Unfortunately, being an incredibly well 
organised affair (ahem), there were no surfers 
within about a hundred square miles of the damn 
place. It's also fair to say that by this time Bobbi 
the dog was not happy at all. (And I know, 
because I saw it jump out of the window from the 
car in front') What ever would we do?... 



...Well, you know me — always happy to help out 
(not to mention being too huge a tart to miss oul 
on an opportunity to be on telly!). Yes, in the 
absence of surfers, reinforcements were called in 
(namely anyone with a large enough ego to 
embarrass themselves) and as a result, t managec 
to blag my way into program three (for about 
five seconds!). Autographs later, please. 





FEATURE 




Net Attack' uses only the latest techno- 
logical advances when producing its 
props. Have we can see Dave Perry 
(Games Master/Games World) explaining 
CDO to Jules — who's meant to be a bib- 
lical character (having just fed the five 
thousand, er... surfers). Though the CDO 
is real enough, Jules 'clever biblical 
make-over' consists of a cotton wool 
beard, and a halo made out of a plastic 
ruler pushed through a cardboard circle. 
Unfortunately, we were forced to 
selotape it to her hair to keep it on. 

A nice picture of Goat the dog. 
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Have you ever felt the urge to send us your 
own reviews — so that we can fill two 
pages of the magazine every month — with- 
out having to do much work? Well, please 
don't bother, unless you want this kind of 
thing to happen... 




Reader Reviewer: Steve McKevitt, Sheffield. 

Zool is back. And this time he's 2. The graphics are good and I like 
them, can you guide Zool through quite a few levels of platform 
antics? Although the sound is a bit annoying sometimes, but more 
often than not it's not. Cowabunga. eat my shorts — a bit too hard for 
me, though. 

Graphics: 100% 

Sound: 100% 

Overall: 100% 

Summary: Push left to go left. 



Reader Reviewer: Doug Johns, London. 

The graphics are truly stunning and the sprites are truly stunning. 
This version of Mortal Kombat is quite simply amazing. You won't 
believe it. It is too good to be true, truly. And there's lots of blood 
in it. Which is good. And stunning. Truly. 



Graphics: 
Sound: 
Overall: 
Summary: 



100% 
100% 
100% 
You 



will really like it 
if you really like 
it. Like 
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GEROUS STREETS 



Reader Reviewer: David Pleasance, Maidenhead. 

This game is free with a CD32 which is a great console. I don't care 
what you say. This game is a bit like Street Fighter 2 but with- 
out the good bits. But it's still quite good. Fight people. But what 
about the graphics? Good. 32bit technology has never been so afford- 
able. Buy this. Please. 
Graphics: 100% 
Sound: 100% 
Overall: 100% 

Summary: Buy a CD2. Buy a CD32. Buy a CD32. 
Buy a CD32... 




f ME ONE 
RATED IT 

100% 
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Reader Reviewer: Martyn Brown, Wakefield. 

Guns can be fired in this game, sometimes a bit easy with the 
cheat on. A must for all fans. Of it! Graphically, it sounds very 
nice, almost like daffodils in the Spring on a rainy windy Tues- 
day. The music has been written! This has to be the best Alien Breed 
game. Although it's not quite as good as the first. 
Graphics: 100% 
Sound: 100% 
Overall: 100% 
Summary: Fly me, I'm French. 





READER REVIEWS 



rrrrrrr rv 



■mewer; James Morris, Hayward's Heath, 
w Wed ttvs game then you won't have it so run to to the shops 
*■ ana *A the person behind the counter if they sell Amiga games 

* * *«y do then ask them if they have a copy of Alfred Chicken 

* •wy do then ask how much it costs and then give them the 
*y and take Alfred Chicken home and play it because it is good. 




100% 
100% 
100% 
Boc-boc. I'l 



a chicken 




Reader Reviewer: Richard Barclay. Derby. 

Have you ever seen a game as crazy as this? I doubt it. Five levels 
it has — that's three less than if there were eight and you can 
turn the sound effects on or off. Stix is funny. Like Jim Davidson, 
but not in Big Break. Platform action at its best, graphics. Can you find 
your way back to the planet Earth? It looks like a real cartoon from the 
BSC or ITV Or 8BC2. There's no shooting in it. Or driving. 

Graphics: 100% 
Sound: 100% 
Overall: 100% 

Summary: Cute little gem of a platforming 
extravaganza thing. 
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Reader Reviewer: Bridgett Hirst, Birmingham. 

■ am Conrad! I am leaping from ledge to ledge and I am animating 
I while I do it. I'm not a conventional sprite — I am close to God and 
I no-one can hurt me with sticks or stones or guns or bottles or shoes. 
I have huge levels, each entirely self-contained except for the ones 
which aren't. I am the sequel to Another World and I like me. 

Graphics: 100% 

Sound: 100% 

Overall: 100% 

Summary: Look at me, everybody. 
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Reader Reviewer: Tom Watson, Wapping. 

Andrew Braybrook's classic is even gooder! Even the sound sounds 
like the Commodore 64 sounded, and that's no word of a lie, 
either — believe you me, you. If, like me, you like me, then we 
may become friends — that's right, you and me. Friends. After all, I've 
got nothing better to do than write poorly-constructed sentences and 
send them to a magazine for publication. Yes. 

Graphics: 100% 

Sound: 100% 

Overall: 100% 

Summary: I'm not that happy. 




THE ON 

- - RATED I 



m 



Right, that puts a stop to that, then. As 
much as we like you, we aren't interested 
in what you think. If we were we'd buy to 
your magazine, wouldn't we? So let's pack 
this stuff and nonsense in before it gets 
out of hand. 



© 




"Oh Cod," cried The One in unison. "Somebody's got to do a One on One this 
month, and it means a trip down to Bromley." New pin Andy Nuttall drew the 
short straw... 
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Steve lies, Andy Coates and Mark 
Wortharrv Remember these three 
names, for they are set to change the 
face of computer gaming as we know it. 

Okay, perhaps that's not true: but Arcane 
Software Developments is creating a decent 
game — and hell, it made a damn fine intro. 
The truth is, these guys have been beavering 
away quietly for some time — creating intros 
for Powermonger and Populous 2, converting 
the graphics for Syndicate — and they are 
currently adding the finishing touches to their 
first full commercial game: Turbo Trax. 
Although it's another top-down racing game, 
we quite like it so far. And anyway, it fills a 
couple of pages. 

When did you start in the software 
industry: 

Steve: After deciding early on that I wanted 
to create computer games, the first 
professional people I met were the old 
Durell team. I learned from the way they 
worked, and from some of the mistakes they 
told me they'd made as a company. 

I took that on myself, and started to come 
up with some ideas, along with Clive 
Townsend, for Saboteur 3. [Saboteurs 1 and 
2, incidentally, were well-received Spectrum 
arcade-adventures, released through Durell.] 
From then on I went into retail, after a stint 
at college developing business skills and 
stuff. 

From this experience, and the people I 
subsequently met at various shows, I learned 
what I could to do with developing a game 
as well as retailing it. Then it was time to 
start up Arcane Software Development. 

When was that? 

Steve: 1991, I think. We joined up with a 
company of programmers by the name of 
Enigma Software Developments, and the 
Powermonger intro was produced. Also, we 
produced the Populous 2 intro, and the 
Birds of Prey intro. We finished off 
Rubicon, and then I drafted in Mark 



Jones [the graphic artist on Darkmere] and 
Darkmere was born. 

Darkmere was finally signed to Core, and 
after developing it for a while things started 
to go downhill for the company. The 
programmer wasn't doing his job, basically. 



That was the year before last, and the 
programmer was kicked off the project. The 
rest of the team stayed as it was, up until 
now, I suppose. After Darkmere, we started 
doing stuff for Virgin. We did the graphics 
for a couple of characters in the Dragon — 




The Supreme Warriors, a game designed by Kevin Williams (see text), is slated for 
development next year by Arcane. Designed to look very Japanese in style — that is, like a 
Capcom arcade game — the design for Warriors looks like a stormer. Remember where you 
saw this early design map first. 



The Worldmation system, which Darkmere 
was built on, is a very complex, yet easy-to- 
use, isometric world-builder. Using it, we 
could build the world of Darkmere, or any 
other isometric game with complete ease. 

By the time Worldmation was virtually 
complete, we started testing the 
programmer's code — and that's where our 
world fell apart. The programmer was hard- 
wiring all of his code, and it wasn't 
intelligent. Darkmere wasn't turning out 
exaclty as we'd like. 



Claw Man and Henderson. Finally, in August 
of last year we started Turbo Trax, and so 
we end up here, where we are today. 

What gave you the idea to do Turbo 
TraxT Top-down racing games have 
been done before, so what made you 
think you could do any better! 
Steve: We saw that Team 17's reputation 
was growing with every game they 
published. After seeing the original 
Overdrive, which was scrapped, and 




Wan cs fsatrs X// (the furthest system in our 
watery space fans), a game which Arcane 
---T-t . has in development. A shoot-em 
wp in the style of The Bitmap Brothers' 
- : - 2. it's got nice graphics but the 
■wepiay is still in the very early stages. 
TK**-s it, really. 

toiling the programmers and artists who 
worked on the original product, we could 
see a niche. We could better the graphics, 
but could we better the gameplay? 

"r ECTS (the compute) games trade 
show fact fans), the publishers who looked 
at Turbo Trax suggested some changes 
which, in their opinion, would make it better 
than existing top-down racing games. They 
taad. "do X amount of work so we can see 
the game behaving like this," and I just 
■ta u g h t forget it - we'll take a risk and do it 
-.r .r> Obviously that way we would get 
more from it, and be in total control. 




Ttie city level, as it will look in the finished 
wrvon of Turbo Trax. At the moment, the 
game's trundling around a track with 
wm where near the same detail, but Arcane 
promises us that it will look like this — no 
honestly it will. Really. Are we suckers, or 
what? I suppose you had better not answer 
ttvat one. 

What do you think of Codemasters' 
excellent Micro Machines! 
Steve: To be brutally honest, you can have 
completely crap graphics, and still have an 
amazing game. From my point of view, I'm 
not happy unless I've got a complete band 
of music, graphics and payability in there. 
With Micro Machines I don't think the 
graphics are very good, but the game plays 
well with two players. 




What makes TurboTrax stand out 
from, say, Micro Machines in one- 
player modet 

Steve: I think, at the end of the day, the 
technique we're using to program the 
artificial intelligence is going to work a lot 
more efficiently than in Micro Machines. 
We've got a guy in who studied Al at« 
polytechnic, and he showed us a simple 
technique to create the intelligence. 



What about the greater development 
time and cost? 

Steve: If the CD32 continues to sell like it is 
at the moment, that development cost will 
be reduced because publishers are going to 
see the returns. We'll be developing Turbo 
Trax for the CD32, and there's a rumour that 
a serial port will be produced for the 
machine, so we'll probably produce a two- 
player version as well. 



What is Arcane going to do after 
Turbo Trax? 

Steve: Our future is in 3D games. We want 
to do our fair share of arcade stuff — but 
then I think any company just setting-up 
wants to make a good shoot - em-up. just 
like the way Team 17 and Core Design 
started did when they strarted. 





Hey, this really is looking quite good, isn't 
it? Although the vehicles will behave 
differently depending on the type of track, 
apparently you won't be able to feel the 
bumps. Now that's a bit of a shame, 
because we like feeling bumps at The One. 
(Oh no we don't — unless you mean the 
disgusting polyps behind your ears, 
Nutskenstien — Simon.). 

How do you see the Amiga market 
going? 

Steve: To take it from a purely money 
perspective, we would probably drop the 
Amiga and do console. Depending on 
overheads, the money to be made from an 
Amiga game is not that much. For a small 
company like us it will do us very nicely, and 
enable us to build more products. However, 
the console market is dropping. 

At the moment, a lot of publishers don't 
seem to have their finger on the CD32 
button, and problems are occurring because 
of piracy. Virtually every CD32 product is 
currently on a BBS, and many publishers 
don't seem to realise that. It's happening 
because a lot of them are producing 
shovelware, and not making use of the 
CD32's capabilities. You can only safeguard 
against piracy if you use CD to its maximum 
potential. So, if you put a 4Mb game on 
CD32, it's just like a disk game put on 
another format; but if you use another 10 or 
15Mb on an intro or something, then pirates 
are going to think twice about putting it on 
a BBS. 




Look, we told you it was good. It's got holes 
in the road and everything. And guess 
what? If you touch them in your car, you 
begin to spin around for a while. That'a a bit 
of a bummer really, cause I like to see 
fantastic explosions, crashes and burns — 
ooh yes and people crawling from the 
wreckage on fire. But then they're coming 
for me tomorrow, aren't they Simon? 

What are you going to do with 
Turbo Trax to make it copy-proof, or 
at least copy-resistant, for the CD32? 
Steve: We've got 2Mb of chip RAM to play 
with, so basically we're going to use the 
same graphics as the A1200 version, which 
will be enhanced from the A500 game, but 
we'll spice it up a bit. I'm contemplating 
doing an intro for it, albeit a short one, and 
a lot of in-between-level stuff. And some 
professional CD-quality music, of course - 
that's in the bag, ready to go as soon as we 
do the CD32 version. 




Like every great, er, platform game. Turbo 
Trax has a slippy slidey world. Okay, so it's 
not a plaform game, but the principle is 
just the same — the ice is still incredibly 
annoying, and it makes you want to 
throw the Amiga out of the bedroom 
window and scream. 



PETITION 





FANCY 

H2 u 




It's taken me a long time, but I've 
finally discovered why pubs are 
dangerous places. I'm not talk- 
ing about the strange way they 
draw you in and hold you there 
until some bloke inquires whether 
or not you've got a home to go to, 
or the power they have to make you 
purchase several gallons of what is 
essentially 90 percent water just so 
that you can't stand up properly. 
No, pubs are threatening for one 
reason and one reason alone: they 
make blokes talk rubbish. 

When Jon Hare invited me down 
his local boozer for an apres-preview 
chin-wag, I accepted, not knowing 
what would follow. The conversa- 
tion started innocently enough — 
the state of the software industry, 
stupid plans for more Sensible Soft- 
ware sports sims, that kind of thing 
— but when our chat turned to the 
subject of football and, more impor- 
tantly, the plethora of competitions 
requiring the entrant to select his 
own imaginary football team, we 
both became very excited. Very 
excited indeed... 

We decided to dream up our very 
own competition. At first our plans 
were far too ambitious and we 
talked an awful load of tosh. Com- 
plicated scoring systems came and 
went, until the whole thing became 
so damn protracted that the compe- 
tition was in danger of collapsing 
before we'd even laid down any 
concrete plans. At one stage we 
were contemplating getting the 
BBC to broadcast the results on 
Grandstand, that's how bizarre 
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our conversation was. It all became 
so bad that negotiations were sus- 
pended until the intoxicating effects 
of the public house had worn off. 

Back at the office, the two of us 
thrashed out details for what was to 
become The One's most impressive 
competition yet. It requires a combi- 
nation of skill, judgment and a 
sprinkling of luck, and looks set to 
become the nation's biggest craze 
since The Sun launched their 'Better 
Than The Mirror League', or whatev- 
er it's called. Ladies and Gentlemen, 
please welcome the Sensible Soccer 
Fancy Football Tournament! 

HOW TO ENTER 

From the 10 sides listed, you have to 
pick your own all-conquering foot- 
ball team consisting of one goalie, 
four defenders, three mid-fielders, 
and three attackers. Your side can't 
have more than three star players in 
it and no more than three players 
can be chosen from any single team 
listed on this page (ie. you can't 
have four of Simon's players, even 
though he's the best). Once you've 
assembled a side from the teams 
listed, enter the players' names on 



WHAT DO 
POINTS /WAKE? 

Each of your eleven players will 
gain plus or minus points depend- 
ing on how their team played, as 
outlined below: 
Goalies: 

Score: -1 point for every goal 
their team concedes or +5 points 
for a clean sheet. 
Defenders: 

Score: -1 point for every goal 
their team concedes or +3 points 
for clean sheet. 
Mid-fielders: 

Score: -1 point for every goal 
their team concedes or +1 point 
for every goal scored. 
Attackers: 

Score: +1 point for every goal 
their team scores. 
Goal -Scorers: 

Score: +1 for every goal they 
score, with an additional +2 points 
for every hat-trick. 
Yellow Cards: 

Individual players score -1 point 
if they are shown the yellow card. 
Red Cards: 

Individual players score -3 
points if they are sent off. 

If one of your players is suspend- 
ed from the league, then he'll 
score -2 points for each match he 
misses. 



the form provided, stick it in an 
envelope and post it to the address 
on the form. REMEMBERING TO PUT 
YOUR 'FANCY FOOTBALL TOURNA- 
MENT' TEAM'S NAME ON THE BACK 
OF THE ENVELOPE. The closing date 
for all entries is May 28th 1994. 

The 10 (ahem) celebrity players 
will meet up on a regular basis and 
play each other once. Every issue, 
for the next four months, we'll print 
the results of the following two 
games along with the individual 
scores for every single player. Every 
month, look up your eleven players 
and add or deduct points as speci- 
fied, remembering to keep a run- 
ning total from issue to issue. 

In September we'll print the final 
results and invite you to write in if 
you've obtained a high score (so 
remember to keep a copy of your 
team in a safe place). We'll check the 
claims and the reader with the high- 
est score will win £1000 cash! In the 
event of two or more readers ending 
up with the same score, the winner 
will be the person who has 
answered the tie-breaker question 
the wittiest way. The Editor's deci- 
sion is final and no correspondence 
will be entered into. 
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THE TEAMS 

es (necessary lor completing the entry form) are listed above the individual team members and star players are indicated with a 
the reference number. . All line-ups read from the bottom to the top; GK then 4 (defenders) -3 (mid-fielders) -3 (attackers) 



0, 



SIMON BYRON - 

— GOTHAM PARK RANGERS 

Rather sadly and predictably, Simon's opted for an 
unconventional Gotham City-inspired team, insis- 
tent that the Dark Knight is as good at scoring goals 
as he is at solving crimes. "The Commissioner 
Gordon/Batman striking partnership will see me 
through," bleats Simes, "and with The Batcave doing 
good work in goal, I reckon I've got to be the 
favourite." 

Predicted final position: "First, of course." 
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Commissioner 
Gordon 



k id 



Batman 



Alfred The 
Butler 





El3 I SS 
SH ESS 





MATT BROUGHTON - 

-THE MUSICIAN'S UNION 

matt reckons that John Lennon's lack of, er... life 
won't stop him from performing. 'The 
Lennon/McCartney partnership is so strong and has 
such an Immense appeal that it crosses the barriers of 
time itself," offers Matt hopefully. And as for the 
inclusion of piggy Bjork? "Her powerful hind legs will 
give her the extra speed needed to run at defenders," 
he postulates wildly. 

Predicted final position: "Somewhere in the top five." 



atlk 
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Peter 
Gabriel 




George 
Michael 




David Bowie 



Mark King 



Paul 
McCartney 



John Lennon I Howard Jones 




JON HARE - 

— WE LOVE U INGL'ND 

MM All y team consists of a number of players from 
■ ■■Graham Tailor's England selection," explains 
Jon chirpily, "complete with the naff light-blue kit. So 
IVe got a fantastic front line of Lee Sharp, Nigel 
Clough and David Hirst who will keep wearing away at 
opposing defences." 

Predicted final position: "I think I II settle for third." 




ANDY NUTTALL - 

- WE ONLY SING WHEN 
WE RE WINNING 

Andy's side comprises a number of his favourite TV 
stars. "I was going to put Bagpuss in goal," admits 
Nutts. "but I feel he'd be more use in defence because 
he's so big and a good tackier. Torchy the Battery Boy's 
got quite a lot of energy so he'll be a good forward. 
Anyone who mocks my side is in for a surprise." 
Predicted final position: "Third - Jools and Dominik 
will be above me. The rest of The One team are crap." 



Mr Ben 




22 
Torchy The 
Battery Boy 



afttk 



Baby 
Clanger 



Parsley 
The Lion 




4Tk 



Bagpuss 
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Moomin 
Troll 




HARRY ATTRILL - 

-THE DEAD XI 

Worringly, the effect of all us young hipsters here 
at The One has been minimal on grandad Harry, 
as is evident from his team. "It's a little unconvention- 
al, yes," admits the Old Boy, "but the corpses will 
serve me well — they're dead good at most things, 
after all." In an unashamed attempt to set up a gag, 
he continues: "Watch out for Hadrian in defence. He's 
built like a brick wall." Groan. 

Predicted final position: "Somewhere in the top ten." 



Icarus 



Rameses 



WA Mozart 



Attila 
the Hun 



Hadrian 





JOOLS - 



S3 
David 
Hirst 



Scooby 
Doo 
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Dennis 
Wise 



52 
Geoff 
Thomas 



David 
Bardsley 



Charles 



Martin 
Keown 



- FAMOUS ADDICTS 



JJ Jim Morrison's in goal," outlines Jools, "so hope 
m fully he'll prevent the opposition from Breaking 
On Through too many times. I've also included myself 
as a star player, with Jamie Blandford assisting me out 
on the wing, which I reckon Is a strike force to be reck- 
oned with." 

Predicted final position: "I dont care, I'm only here for 
the free beer" 



1 



66 
Jamie 
Blandford 



63 
Bob 
Marley 



Keith 
Richards 
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TOM WATSON - 

— CHELSEA 

It's the glorious inconsistency of Chelsea which is the 
one consistent thing," reckons Tom. "I'm hoping 
that the side will serve me well in the coming matches 
and I'm confident that many people will be surprised 
by the end result." 

Predicted final position. "About fifth." 




CHRIS CHAPMAN - 

-LIVERPOOL CJC 

MM | forgot about this event until the last minute so 

I my team is a bit of a mish mash." claims 
Chappers. I'm not worried about Bruce Grobbelar's 
temperamental nature — in fact, I hope he comes out 
of the area and hacks a few people down. I've got the 
special fix in so that none of my players get booked 
Predicted final position: "Regardless of the cheat. I " 
still come bottom." 



75 

Gavin 
Peacock 



Eddie 
Newton 




Dennis 
Wise 







Steve 


Eriand 


Clark 


Johnson 



Jakob 
Kjeldberg 



I 

Frank 
Sinclair 



/5a 



Dmitri 
Kharine 




Steve 
McManaman 



Jan 
Molby 



Ray 
Haugnton 



aVEk. 



Alan 
Hansen 



80 
Mark 
Lawrenson 



81 
Steve 
Staunton 



82 
Rob 
Jones 





DOMINIK DIAMOND - 

— Catholic family 

J J y team consists of the great Catholics 

■111 throughout history. I've got all the Corleones 
from the Godfather films in defence and JFK and Char- 
lie Nicholas up front — possibly the greatest Catholics 
ever. The Virgin Mary is the team manager so we're 
hoping for some divine inspiration." 
Predicted final position: "It would be nice to come 
somewhere in the top four." 




RIK HENDERSON - 

-THE RED MACHINE 

jj mm y team's formed from Liverpool players past 
IWl and present," confesses Rlk. fw picked thr 
because they sound impressive and are much better 
than the Liverpool team of today." 
Predicted final position: "Probably eleventh, but I'll 
really happy with fifth." 



Charlie 
Nicholas 



Gerard 
Conlon 




Wolfe 
Tone 



The 
Singing Nun 
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Torquemada 



Michael 
Corleone 



91 

Tom 
Hagen 



92 

Vito 
Corleone 



Sonny 
Corleone 



Kevin 
Keegan 



Ron Yates 



Kenny 
Dalglish 



itSSa. 



Steve 
Heighway 



Roger 
Hunt 



Graham 
Souness 



jRk_ 



Phil 

Thompson 



Steve 
Nichol 



Ray 
Clemence 



Tommy 
Smith 



Phil Neal 




THE FIRST GAMES 

So that you're not choosing your team in the 
dark, here's what happened in those first all- 
important matches... 



GAME 1 

Musician's Union vs. 
Liverpool CJC. 

The game began at a frantic pace, as both play- 
ers set out to establish supremacy. Matt kept 
attacking constantly but if it wasn't for Simon Le 
Bon keeping out a few early shots then things 
could have turned out differently. Thankfully — 
for The One at least — Bjork managed to put 
her huge hind legs to good use, scoring an early 
goal and Sting netted another only seconds 
later. Rushie pulled one back for Chris but sadly 
for the Sensible boy, the score stayed at 2-1. 
Result: 2-1 

Scorers: Bjork (1-0), Sting (2-0), Ian Rush (2-1). 
Cautions: George Michael (yellow card), Paul 
McCartney (yellow card) 



COMPETITIO 



[3 





1 



» Luv U Ingl'nd vs. Chelsea. 

Hare played out of his proverbial socks in the first half of 
mg Tom Watson to concede a couple of goals early on (Clough and 
X rnctm the scorers). Tom did his best to even things up but his finish- 
technique left a little to be desired and an over entusiastic challenge 
*ted in a cautioning for Clarke. Capitalising on this. Hirst managed to 
A one past Tom's goalie with a minute to spare, extending Jon's lead 
Jwee goals 
■te 1-0 

mr- Clough (1-0), Hirst (2-0). Horst (3-0). 
ftons Clarke (yellow card). 



A 
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GAME 4 

We Only Sing When 
We're Winning vs. 
Catholic Family 

An important match, and one which 
Andy couldn't afford to lose. Unfortu- 
nately that's what he did, but it has to 
be said that the fresh-faced Dep Ed put 
up one hell of a fight, amassing an early 
one goal lead. Dominik utilised JFK's 
shattered skull to hammer home a fan- 
tastic header and followed up with a 
couple of tremendous Nicholas volleys. 
Results 1*3 

: Bungle (1-0), JFK (1-1), Nicholas 
icholas(1-3). 



IP 





THE LEAGUE AFTER S GAMES 

Win ■ 2 points, Draw ■ 1 point. 
Team Played W D L 



Gotham Park Rangers 
We Luv U Ingl'nd 
The Red Machine 
Catholic Family 
Musician's Union 
Liverpool CJC 
We Only Sing When... 
Famous Addicts 
Chelsea 
Dead XI 



Dead XI vs. The Red Machine 

AAhowgh Harry isn't the most experienced Sensi 
ptay c r in the world, he sure knows how to play 
4rty Sitting Bull, his crucial mid-fielder, commit- 
ted a disgusting foul of almost Cantona-ish pro- 
portions just inside the area. Hunt had no trou- 
ble hitting the back of the net from the spot, 
pushing The Red Machine ahead. More bad 
news for Harry was to follow a few seconds later 
^*en Dalglish shimmied like a madman and 
scored a blinder of a goal. St. Peter was fishing 
ffce ball out of the net for the third time when 
Hunt sealed the victory with a well-worked 
oooooaaaaallll (sorry) just after half-time. 
ftnrfbO-3 

Scorers: Hunt, pen (0-1). Dalglish (0-2), 
Hunt (0-3). 

Cautions: Sitting Bull (red card). 
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ER... THAT'S IT! 

Okay, study the form and enter your 
team before the closing date. Next 
month we'll print the results of ten 
more games, the new league and each 
player's points value. See you then! 




KEEP THIS BIT! 

Store you send off your Sensible Soccer Fancy Football Tournament Team, make sure you 
copy the details onto this bit and keep it in a safe place. 



Player Name 
Goal Keeper- 
Defender #1 
Defender #2: . 
Defender #3: 
Defender #4: 
Mid-Field #1: 
Mid-Field #2: 
Mid-Field #3: 
Forward #1:.. 
Forward #2:. 
Forward #3:. 



Players: 



Player Reference Number 



Name: 



Address: 



Postcode: 

TIE BREAKER: (Comp/ete the foHovWng statement In twe/,e wroc* or /ess). The One is the best because 



Team Name: 



Goal Keeper... 
Defender #1:. 
Defender #2:. 
Defender #3:. 
Defender #4: 
Mid-Field #1: 
Mid-Field #2: 
Mid-Field #3: 
Forward #1: . 
Forward #2: 



Forward #3: 




Player Name 



Player Reference Number 




CA UJIilP N! 





WORK IN 
PROGRESS 



She lay in the delivery room 
surrounded by surgeons. Now, after 
hours of agony, there came an 
urgent movement from her belly. Think- 
ing back to her alien love affair, she 
wondered why she had been selected... 
The midwife gasped as the head finally 
appeared. Several doctors collapsed, oth- 
ers fled screaming from theatre as the 
creature finally emerged. Hauling herself 
upright, she caught her first glimpse of 
her child. "What is it?" she cried to the 
last remaining orderly. "I'm sorry," 
replied a pale-faced Nurse Byron, "but 
it's this month's Work In Progress." And 
of course, it was. 



Matt Broughton gets a bit confused and sings the theme tune to the 70's 
TV hit Mission Impossible, but at least he manages to report on Micro- 
Prose's remake of an all-time classic from yesteryear. Dan dan. dan-dan, 
dan dan, dan-dan, dan dan, dan-dan, dan dan, dan-dan, fiddleoo, fiddleoo, 
flddleoo. bada. 



Psygnosis asked it some real hard nut could check out their latest super- 
nasty-killing platform game, but all we could find was Andy 'Soft mint' 
Nuttall. We realise that he wears glasses and has candy floss hair, but it's 
the best we could do at such short notice. Sorry. 



You are God — and that's official! It's been incredibly successful on PCs 
and Macs, and at last it's rumbling towards the Amiga in an impressive 
manner. Andy 'New Seeker' Nutall builds far too many leisure facilities and 
frequents far too many pubs as he makes his way across town to look at 
Maxis' super-sim. 



Cocks away! With June 6th only months away, Rowan Software is once 
again on-hand to cash in on the D-Day celibrations with this fantastic flight 
sim which is completely different to everything they've ever done. Yes, real- 
ly. Simon Byron puts on his Irvine and slides through the clag. 



Kids can't get enough of a good thing, which Is as good a reason as any 
to produce a sequel to the popular little puzrle/platformer. Pull on your 
blue blobby suit as Andy Nuttall reports on what System 3 is already call- 
ing. Putty Squad. 
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If you were to take Matt Broughton's contact lenses away and send him 
to Cambridge to review Millennium's forthcoming release, you might be 
treated to loads of hilarious situations as Matt bumps blindly into lamp- 
posts and such. And this isn't a tenuous link because that's exactly the sort 
of thing Mr. Magoo is about. Ha ha ha, he he he — I am blind, so laugh 
at me, 




Just for a change. Matt Broughton decides not to talk rubbish, but does in 
fact introduce you to four forthcoming products that just might be up 
your alley. If you're lucky, there'll be strategy, soccer, some more strategy, 
and er, some more soccer. Who said that variety was the spice of lite? 
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Now that Matt 
Broughton is about as 
old and crusty as the 
original Impossible 
Mission, who better 
to report on the 90's 
remake than he. 

MM 



M 



o 



atthew! Will you 
please go to bed! 
You've got school 
in the morning." 
"Go away." 

"Matthew! I'm not going to tell 
you again you know!" 
"Go away." 

"MATTHEW! I'll burn that bloody 
computer if you don't turn it off 
right now." 

"It's not a computer, it's a Spec- 
trum. Anyway, go away." 

"Right. That's it. I'm going to tell 
your father that I caught you 'doing 
drugs' and if he doesn't beat you 
senseless with his belt, I'll personal- 
ly stuff that joystick up your..." 

Yes, soap fans, that was an 
excerpt from my teenage years, 
when games were games, and 'O' 
levels just got in the way of games. 
One such distraction was an EPYX 
classic called Impossible Mission. 
Mention that name today to anyone 
over about nineteen, and a far-away 
look creeps into their eyes. Well, like 
music, everything comes around 
again, and Impossible Mission 
2025 is no exception to the rule. 



Here they are. the hardy men and 
women (and, er... thug-like things 
of Impossible Mission 2025. Felix 
your ordinary sort of chap, Tasha | 
a cybernetically enhanced athlete 
(hello!!!) and Ram is an android 
which looks a bit like the T-1000 
and does a lovely half-pike when 
comes to somersaults. Each char 
ter gives a slightly different pert 
mance, but most nostalgia fans 
probably stick with the good old 
fashioned looking bloke. Er... p 
y not. 

ONE OF THOSE 

"When the designer first subm" 
the game proposal, it was just 
of those games that everyb 
knew. If you mention the wo 
Impossible Mission to someb 
who's been around for a w> 
they'll go: 'Oh yeah. Now there" 
game!' but when you get the 
version up on screen, it doesn't 
ly look too great because we've 
more sophisticated tastes in gra 
cs and gameplay today. So it 
really a case of: 'How can we ta 
game we know is really good, 
re-release it for the 90's? What 
we do?' We knew that if we co 
capture that same buzz — that 
essence the first one had — 
could produce an excellent g 
that would please old gamers, 
appeal to new players not so fa 
iar with the original. 

"We're actually bundling the 
sic version with the game, so 
can play the old CBM 64 versi 
Steve's team has done away 
the notion of rooms entirely (in 
original, you moved from room 
room leaping between ledges) 
introduced very large maps inst 
Obviously the graphics have 
been vastly improvedand 
The plot is taken directly from the PROJECT: Impossible Mission 2015 sound's been given a pumping t 

EPYX original, with the evil genius, ^^^1^ M^^'' n °' "T^VV^l Iff 

Elvin Atombender (star of this mon- ™ * ■» P"^. a lot of the original stuff 

th's cover, fact fans), sat in his high DEVELOPER: In-house; Steve be in there avo.d.ng ro 

control room at the top of a tower Hand (pro d U cer), Paul Ayliffe searching objects etc - but th 

block -"Atom Industries", or some- . # I n.r> are also vanous sub-games that 

thing. The player takes the role of <"tist), Seth *f Walker (designer) can pIay from differen t term! 



one of three agents: Felix Fly, a nor 
mal guy; Tasha, a female athlete, or 



From these you win equipment, 
gain clues to solving the puzzle 



INITIATED: November 1993 

^^MX!L^1 ft. end of .he leve,. 

up the tower block to Elvin's lair, all 
the while searching for equipment 
to. er... kill him, basically. Along the 
way, the platform action is broken 
up with a number of sub-games and 
puzzle teasers. So why remake this 
now? Steve Hand, project manager 
for 2025 (as it shall be known hence- 
forth) has the answers. 

One of the more interesting 
power-ups is a disguise package 
which actually turns you into this 
rather splendid ED-209-type robot 
(you're the one in the blue dress). 
This makes you completely invincible 
for a limited period of time, but 
unfortunately means you can neither 
jump nor tire. As you might have 
guessed, though, this is extremely 
useful for long stretches of robot- 
infested road. "You have thirty sec- 
onds to comply!" 
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P R O G R E S 




v«s here he is, the villain 
— and what a complete 
*t » Mwt a brief taste of the 
* o* oraphics you can expect 
■i Oh CO 3 2 version (and just 

*rhat Elvin looks like when 
% rendered and moving, and 
i! Phwoar! I can't wait. 




sub-games are either a 
the sequence' affair a la 
, or a Galaxian arcade type 
* continues Steve. "We've also 
a variety of power-ups in there 
have a major effect on game- 
— trvngs like jet-packs and guns 
e*x — •which really add to the flavour 
In place of the original 
i've got locator terminals 
the player can use. There are 
:* ** e enhancements all over 
e place — though we really did try 
beep 2025 as faithful to the orig- 
h as possible. If you play the clas- 
verson. most people have a laugh 
the graphics, but they still realise 
» a good game." 



£ £ This is a 
game that 
you've got to 
play. You sit 
down with it 

for ten 
minutes, and 
I'm serious, 



you're 
addicted. 

Steve Hand, 
Project Manager. 

DODGY SIXTIES 



As far as baddies go. the game still 
contains robots with different levels 
of artificial intelligence, and though 
tfM sprites are more impressive, it's 
basically the same. 



IN OLDEN DAYS... 

There you go you nostalgia 
junkies, here's how the original 
version looked in all its, er... orig- 
inal, er... glory. Yes I know it 
looks a bit sad, but that doesn't 
mean it wasn't a damned fine 
game. Because it was. Anyway, it 
doesn't matter what you young- 
sters think, because you'll get 
this classic version free with the 
game anyway, so there. 




"We've had a few extra ones 
thrown in there, but it's all working 
on the principle that on different lev- 
els you'll meet robots that'll behave, 
well... er. differently. Again, we've 
tried to remain faithful to the origi- 
nal. The only real difference is the 
number of different types and the 
fact that some will have a slightly 
enhanced Al, which affects the way 
they track you," Steve explains. 

The game is all but finished on the 
A1200, with only a few tweaks still 
left to 'sort', but producing a version 
for the A500 is proving a bit 
tricky."The A1200 was surprisingly 
problem free; it went really, really 
well. The A500 has been a problem, 
purely due to memory management. 
It's been a git — getting the 2Mb ver- 
sion from the A1200 into 1Mb. At 
the moment we're looking at loosing 
a little (and I do mean a little) of the 
scrolling speed, but we're putting a 
lot of effort into making sure it's 




acceptable and plays almost as well 
as it does on the A1200. 

"The other major feature the A500 
will loose will be the parallax back- 
ground. Obviously with the A1200 
we've got full parallax but we can't 
use that on the A500 because of the 
bitplanes and so on, so what we're 
thinking of doing- is putting a 
replacement tile system in instead. 
In terms of overall gameplay, very lit- 
tle should suffer on the A500 — it'll 
be merely cosmetic stuff. I've got no 
wood to touch, but 'touch wood' 
we've managed to keep everything 



else well under control." 

MicroProse will be leading with 
the CD32 version — which Steve says 
is indicative of the sort of support 
they're trying to give the CD32 as a 
whole — as we went to press only 
the CD files had to be attached and 
er... so on. (Spot the fact that Matt's 
already getting in over his head. — 
Simon.). (You're not wrong there 
mate! — Matt). 

Whereas in the A500 and A1200 
versions Elvin Atombender is hell- 
bent on conquering the world with 
his evil robots, the CD32 version the 
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As you search the various objects for puzzle pieces, you'll no doubt uncover 
a number of useful items. Once you log into an inventory terminal, you can 
organise your pants and utilise anything carried. You have at your disposal 
such toys as jet-packs, magnets, needle guns, and many, many more. 

is more impressive: if the player loos- 
es, Elvin escapes to his base on the 
moon and blows up Earth... all in 
glorious 3D graphics, of course! 

"If I was forced to say which one 
I'd rush out and buy," says Steve, "it 
would be the CD32 version. As well 
as the obvious things like CD-quality 
sound and the extra speed, we've 
got some incredible graphics in there 
and a gorgeous final combat 
sequence. When you finally meet 
Elvin in the standard version he takes 
the form of a large sprite which 
scales and rotates. By placing the 
cross-hair over him and letting rip 
with your gun you have to destroy 
him before he does the same to you. 
However, we've taken an entirely dif- 
ferent approach for the CD32, where 
we've got a rendered animated fig- 
ure which enters into a fearsome 
battle with your blaster and shield 
— we're really proud of that." 

Steve's hoping to pitch this ver- 
sion at a slightly older audience (1 1 
and upwards) with a more strate 
gic approach to the game. 
You're constantly up against the 



Without a doubt, my favourite toy is 
the jet-pack, which lets your charac- 
ter zip around the screen like a good 
'un — whatever that is. It also gives 
you access to any platform you 
couldn't reach, along with a super lit- 
tle laser gun. Unfortunately, you only 
have a limited fuel supply (top bar) 
so you can't use it willy-nilly. Shame! 
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clock so you really have to learn 
where things are. If you race around 
the levels searching everything in 
sight you'll loose. Basically. 

"We've tried to take a more 
mature approach to platform 
games; ie. more strategy, but still 
tons of fun. Our version has much 
more of a Cyberpunk feel to it [best 
get a grey suit of armour and some 
rain ready then, really] with the 
graphics, the sound, and the whole 
deal. The game is incredibly chal- 
lenging — it's very hard to complete, 
and we want to make it clear that 
the players will have to think rather 
than hitting buttons blindly and get- 
ting a result." 

Fortunately for Steve (who's still 
'touching wood") the game has pret- 
ty much carried straight through 
from design to product with sur- 
prisingly few changes. 

"We had a design up-front, but as 
we came to, for example the map 
design, we left a bit of leeway for 
improving it through game testing. 
Any changes have tended to come as 
a result of testing. In some ways it's 



been a dream project because it's 
kept on track really well — the final 
game will end up pretty much as the 
original design. Having the original 
game as a template has obviously 
helped, but we've by no means lift- 
ed anything [the levels have all been 
redesigned from scratch, you see] 
but you have that sort of yardstick 
by which to measure the payability 
of the new version." 

US COP SERIES 

Steve had wanted to put more sub- 
games in, and there were a few 
other minor gameplay features he 
thought might be interesting — but 
time the old enemy worked against 
him. Fortunately, he's not bitter. 
"This is a game that you've got to 
play. You sit down with it for 10 
minutes, and I'm serious, you're 
addicted. I've ended up addicted to 
it just because it's such a game-play- 
ers' game. You're always trying to 
beat it; And just wait till you see the 
CD32 version." 

All right mate. I wi 
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As you trundle around the levels, you'll come across a number of termi- 
nals. Some of these are function terminals (I.e. give access to maps, 
inventory, etc) whereas others introduce small sub-games, with the pos- 
sible prize of a power-up or a puzzle piece. There are two bask varieties 
(not like Heinz, then), these being either a Galaxians -type shoot-'em-up, 
or a 'follow the colour and tune sequence' game. Neither is particularly 
taxing, but they break up the gameplay quite nicely. 




(Above) Another super toy is a pack- 
age that creates multiple images of 
yourself (just like Zoo/ only, er... 
nice). This confuses the robots and 
makes you invincible for a limited 
period of time. Here Ram shows off 
one of his luvverly mid-air flips. As 
you can see, his style and execution 
are both flawless. 5.9. 5.9, 5.9... 




As in the original game, when you're 
not busy avoiding and shooting 
robots, loads of your time will be 
spent searching objects found 
around the levels. Depending on the 
size of the 'thing' being searched, it 
will take a set amount of time to 
complete the operation, but with 
any luck you'll find a chunk of the 
puzzle, or a power-up. Here, I'm 
searching for clues in a car 
engine, for some strange reason. 
I'm sure everything will become 
crystal clear at some stage. 
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SOCCER PLaV-BY-MAIL GaJTe PRESENT THE COMPUTER VERSION OF 
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THE ULTIMATE WORLD CUP SIMULATION 



create your own player / sides 
facility! 



peting country. Play in a world league or 
ay in which ever tornament you like. With full editing 



boasting player after-touch, superb responsive player control, huge positional / 
tactical possibilities available right down to your subs! EVERY player from 
EVERY team is different with all skill ratings shown! 



Full match statistics giving massive detail from play percentage down to how 
many good or bad passes a particular player has made. 



in the most versatile and comprehensive game of its kind!!! (with vast range of shots / 
crosses / set pieces / player control) 



DISCOUNT 

PRICE OF APPLICABLE ONLY WHEN 




■EN REPLYING VIA THIS ADVERT! 
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Postcode Computer Model 

Daytime Phone No 



PLEASE STATE MODEL WHEN ORDERING'. 



I enclose cheque/P.O to the value of £24.95 MADE PAYABLE TO 
SOCCERSTAR ( Name & address on back of cheque please). 

I wish to pay by Access/Visa. My number is 

□□□□□□□□□□□□□□□□ 
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Send to: SOCCERSTAR, 9 Trent Drive, Hucknall, Nottingham NG15 6GR 
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CD32-based multimedia jazz-mag extravaganza, or crack- 
ing good shoot-em-up from southern Scandinavia? Andy 
Nuttall hopes that it's the former, quite frankly. 



What's this... Hard Core? 
From Sweden? Has this 
once great and frolicsome 
mag deteriorated into nothing bet- 
ter than a glad-rag from the seedi- 
er side of continental Europe? As it 
happens, arguments could be 

formed to add weight to that state- PROJECT: Hard Core 
ment, but, thankfully, it has nothing p y g l I S H E R : P svenos i $ 

to do with Psygnosis' new game. ' 

Hard Core looks fantastic. Coming DEVELOPER: Digital Illusions; Fredrik Uliegren 

straight from the Turrican school of (project director); Bo-Staffan Lanlnken (programming); 
sideways-scrolling, robotic shoot- k , m Wejdemar (graphics); Olof Gustaffsson (music 

'em-ups, the graphics are sumptuous 

even in the early version we've seen, and SFX) -Greg Duddle (producer) 
Everything is dressed with metallic INITIATED: January 1993 

effects - walls, doors, enemies... m^, Ei St^'im" 
The artist has used bas-relief to stun- 
ning effect, as you can see from the 
screenshots here, but — get this - 
Digital Illusions didn't think they 
were quite good enough, so it is 
redrawing them as we speak! Talk 
about sticklers for detail... 

"These graphics are all from the 
A500, because we haven't done any- 
thing A1200-specific yet," says 
Fredrik Liliegren, Project Director for 
Digital Illusions. "For a while we 
stopped doing the Amiga version to 
concentrate instead on the Mega 
Drive, and we found that the graph- 
ics didn't convert that well. Now 
we've redrawn everything. We may 
use the new graphics on the Amiga 
but they won't be too different from 
what you see here. There should be 
more colours, though." 




Hard Core's the 
last word in, er, 
getting-in-a-robot- 
ic-suit-and-shoot- 
ing things with 
big-guns- em up 
No, really. Just 
take a look at that 
firepower — and 
that, quite literal- 
ly, is nothing com- 
pared to the 
weapons which 
become yours 
later on. Then it 
really does 
become 

something special. 



SIX TIMES A NIGHT 

It could be said that Digital Illusions' 
motivation for creating games comes 
from looking at other examples of 
genres, sneering, and making theni 
better. With Hard Core, though, the 
boys are aiming at a very competitive 
area of the games market. The run- 
ning, jumping and shooting platform 
game has been done repeatedly, if 
not completely, to death — take, 
Robocop and Turricans 1, 2 and 3 for 
examples. However, excellent though 
they are, there has always been oh... 
I don't know, something lacking in 



those games, something which Hard 
Core threatens to provide. 

The platform section of Hard Core 
consists of six levels of blastdom. All 
manner of robots, droids and 
machinery move with malevolent 
smoothness; they take pot-shots at 
you with pea-shooters; they launch 
homing missiles in your direction; 
they try to run you down. According 
to Fredrik, the graphics will change 
every second level, and there will be 
different music for each level. The 
music, incidentally, is driving stuff — 
exactly the groove needed for such 



WORK I 



P R O G R E S 



opposite): Like all good games. Hard Core 
was blessed with a storyboard before its 
development. Here, The One brings you a peek 
into the world of preliminary-sketch-land so 
that you can see some of the characters in the 
game. Here's the original idea for the main 
man, along with a few of his adversaries. 

(Top right): Here's our hero blasting the hell 
out of an innocent robo-droid. Innocent, that 
is, until it turns around; and it's only then that 
you really find the cut of its jib. That's the rea- 
son this game is so good: your opponents may 
be thick, and unable to track your position 
correctly, but they are damned hard. 

(Middle): Look at this picture. There are at 
least eight different sprites, all animated, 
moving around on the screen. And this is an 
Amiga 500. I mean, how greedy can these 
Mega Drive owners get? They don't really 
need any more than that, because, let's face it, 
their brains are too small. To cope. Gits. 

(Borfom):The overhead racing stages in Hard 
Core are amazing — or at least, they probably 
are. The truth is, we haven't played them yet, 
but given that the rest of the game's so fab, 
we can't really see it being crap. Come on, the 
graphics are fab, so it must be good. 
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loating cyborgs 
abound in this 
game. In fact, I 
reckon this is prob- 
ably the floatiest, 
cyborgiest game 
ever. But actually, 
I've taken you in 
with my cunning, 
sharp wit, and this 
cyborg is, in fact, 
merely jumping. 
'Bring me my 
sausages'. 



Loads of pickups 
can be found 
around the levels. 
This one, (left) a 
first-aid kit, is pret- 
ty dull... but 
further left you'll 
see a pickup which 
gives you huge fire 
power... a bit like 
the Gauss Gun in 
Syndicate, really. 



an adrenaline-pumping shoot 
'em-up. 

But wait — there's more. A 
separate driving section will 
also be included in-between 
platform levels 1 and 3, and 4 
and 5. Your character leaps 
into a jeep armed with a can- 
non and, enjoying the top- 
down view, you steer the jeep 
around and run over the 
machines — introducing a bit 
of role-reversal into the game. 
The cannon mounted to the 
jeep is independently con- 
trolled, so you can shoot 
enemy tanks, helicopters, 
planes, artillery and missile 
bases in any direction. Illusions 
boasts that in this level you 
will be able to shoot just 
about everything, even if it 
isn't necessary — something 
which might sound obvious 
until you consider the number 
of dormant background 
objects which... er, hang 
around doing nothing in most 
shoot-em-ups. 



BIC ONES 

Playing Hard Core, even in its cur- 
rently unfinished state, takes you out 
of the world of Amiga and into the 
world of the console. Now, don't 
laugh: big fans of Amiga though we 
are, we know when we see a good 
game. And take it from us, Super 
Probotector on the Super Nintendo 
is a damned good game — and very 
much in the style of Hard Core. 

The main thing which sets the 
consoles apart from the Amiga is the 
number of sprites you can move on- 
screen simultaneously - after all, 
that's what they were designed to 
do. So, Illusions has found some lim- 
itations between the Mega Drive and 
Amiga versions of Hard Core: "You 
can have more things on-screen on 
the Mega Drive than you can on the 
Amiga, sadly," says Liliegren. "So the 
Amiga version won't see quite as 
much action." Mind you, if it's half 
as good as the early version we saw, 
that really shouldn't be a problem. 

Yes, it seems that guys at Digital 
Illusions are making a bit of a name 
for themselves. Hailing from Swe- 
den, the company's aim is to com- 
bine the talents of Swedish demo- 
coders — a scheme which has 
already produced two of the best- 
selling games on the Amiga to date: 
Pinball Dreams and Pinball Fantasies. 

Now, don't tell us that you 
haven't heard of those games, 
because we won't believe you. The 
keen-eyed will notice a similarity 
between the two (yes, they're both 
pinball games), and it is on these 
successful games that Illusions has 
built its esteemed reputation. The 



question ts, although they've proved 
their worth with Pinball, how will 
Illusions cope with other genres? 

DRIVING IT HOME 

In the middle of last year. Illusions 
sent a demo of Haro 1 Core out to six 
different software publishers in the 
UK. The company was on a high — 
Pinball was doing well in the charts, 
it had received huge critical acclaim 
from the Amiga magazines, and so 
naturally they thought they were on 
to a winner. However, the publishers 
weren't as enthusiastic as they had 
first thought: "Although the pinball 
games did very well," says Liliegren, 
"we only received phone calls from 
two companies regarding Hard 
Core" Quite ludicrous, really, when 
you consider its pedigree. 

"The two phone calls we received 
were from Psygnosis and Team 17," 
Liliegren adds. "While both compa- 
nies are undoubtedly very good, we 
were always intending to produce a 
Mega Drive version. So Psygnosis, 
being an established console pub- 
lisher, was the natural choice." 

For the first time Digital Illusions 
is developing a game without using 
Amiga as the lead machine. This is 
probably not a sign of things to 
come, more a signal that Illusions 
know the Mega Drive is better suit- 
ed to shoot-em-ups than the Amiga. 
Its other forthcoming game. Bene- 
factor — also released through Psyg- 
nosis — has been developed on the 
Amiga, so we'ce not seeing a trend 
reversed just yet. 

And so when are we likely to see 
Hard Core released? With the Mega 
Drive appearing first, that will obvi- 
ously put the Amiga version back. 
Fredrik reckons, though, that we 
should see it this side of September 
— but he is currently discussing 
exactly which format it will work 
with. They have a version which runs 
on the A500, but Psygnosis seems to 
think that the A1200 and CD32 
would be better platforms. Whichev- 
er, it's going to be a stunning game, 
and you know The One will keep you 
up to date with developments. 



The final moment, where our man in 
the frontline gets his dues from a 
mountainous ball of flame. He's giv- 
ing as good as he gets, mind, but 
that ledge looks pretty slippery, and 
his foothold isn't what it once was. 
Tune in next month to find out what 
happened. ©Boring Captions 'R' 
Us 1994. 
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Sim City, now aged, wheelchair-bound and smelling faintly of cabbage, is finally 
to be given the AGA treatment. New bloke Andy Nuttall investigates the 
phenomenon that's about to sweep the Amiga nation... 

Bmr 





The terrain designer, once a data 
disk for Sim City, is included within 
the new package. This gives you the 
added option of not only designing 
your own city, but also the 
landscape and surroundings. 
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n the beginning there was Sim 
City. First developed for Amiga 
and ST by American software 
house Maxis, then converted over to 
just about every format around in 
the late 80s. Undoubtedly the first 
game of its genre; but it seems, far 
from the last... 

Sadly, Maxis don't lead games 
development with the Amiga any 
more; being an American company 
they see the majority of sales on the 
Macintosh and PC. Now, though, 
they've set up a British office, which 
handles all European sales and 
development, and naturellement 
the first product to come from this 
move is the Amiga conversion of 
Sim City 2000. 

For those who haven't played the 
original, Sim City, at heart, is an eco- 
nomics simulator. In 1989 Maxis 
developed a realistic model of 
a city environment, containing 



houses, factories, schools and so on, 
and the model contained enough 
information to roughly work out the 
activities of the population. This was 
dependent on the city and how it 
was built. But here's the catch: the 
shaping of the city, and ultimately 
the economic climate, was totally up 
to you. 

As you can imagine, playing the 
Mayor of a city isn't all functions 
and gatherings and wearing large 
jewellry. No, it involves hard slog, 
often sitting for hours on end 
watching your city grow, or slump, 
tweaking figures, ploughing money 
in here, building houses there. 

It's a game of life for kids, it's an 
economic strategy game for adults, 
and it's possibly the first home com- 
puter introduction to a proper vir- 
tual reality. It's also remarkably 
entertaining, and certainly one of 
the most popular games ever writ- 



ten — there aren't many computer 
gamers who won't have at least seen 
it, I'll wager. 

THE NEXT 
MILLENNIA 

Sim City 2000 is a natural progres- 
sion from the original game. Not par- 
ticularly touted as a game for the 
next century, more as a reply to the 
later games — Utopia. Genesia, Pop- 
ulous — which used newer technol- 
ogy and bettered the gameplay. 

A typical City 2000, let's call it 
Nuttsville (no let's not — Simon.), is 
now viewed from an isometric per- 
spective. This gives you a more real- 
istic image of buildings, and also the 
higher resolution of the newer 
machines has made it possible to 
include much more detail in the 
graphics — in plain English, 
Nuttsville now looks rather more 



realistic than it did five years ago 
The more astute among you will 
probably have worked out that 
"higher resolution" probably equals 
the higher-end Amigas — A1 200 and 
A4000 — and you wouldn't be 
wrong. The new game is not likely 
to appear on the smaller machines 
partly because of the speed differ- 
ence, .especially in higher resolu- 
tions; but mainly because of the 256 
colour palette needed to display the 
new cities. 

Maxis has taken a gamble with all 
of the game's incarnations so far 
the Apple Macintosh version, for 
example, only runs on quick 
machines with 256 colours — and 
we're talking large wads of moolah 
for such a system. The PC game 
requires 4Mb of RAM, and a Super 
VGA card to run, which is also rather 
expensive. (For the uninitiated in the 
ways of the PC — and, let's face it. 
who can blame you? — Super VGA 
cards have only become really pop- 
ular within the last couple of years.) 
So, the first two games alienated the 
majority of computer owners, and 
the Amiga version looks set to fol- 
low suit. 

Still, Maxis thinks it's a gamble 
worth taking — and since they phys- 
ically can't program it for the A600. 
far be it from us to complain. Hav- 
ing played Sim City 2000 on the 
Macintosh, we've found it an amaz- 
ingly deep, detailed strategy game, 
with gobsmacking graphics and the 
same laconic, dry sense of humour 
that made Sim City such a classic 
The PC magazines have been heap- 
ing praise on their version and it 
looks like we'll be doing the same 
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I ■ If you know 
how your local 
town is laid out, 
you can actually 

build a town 
that's similar to 
it and see what 
goes wrong, if 
anything, and see 
how you can 
change it. 
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John Joncs-Steele, 
Sim Qty 2000 Pf WW— — 



WELSH WIZARDRY 

The man charged with bringing this 
giant of a game to the Amiga is not 
a Maxis employee. Although John 
Jones-Steele has programmed for 
Maxis before, with the long-forgot- 
ten Amiga version of Sim Life, his his- 
tory goes way back in computer 
games. Fourteen years, in fact: his 
fruitful career has spawned many 8- 
bit games, and such varied Amiga 
titles as Tetris, Dizzy, Ultima VI and 
D/Generaf/on. 

Even with such a pedigree, you 
would imagine that anybody faced 
with programming Sim City 2000 
would be just a little bit daunted. 
Not John Jones-Steele, though. "It's 
basically the same game as Sim 
City," he says, "but with lots of 
refinements. The first thing I needed 
to do was to get all the text and pic- 
tures from the Macintosh version. 
So, I simply pulled out all the 
resource files (files containing graph- 
ical data), loaded them onto the 
Amiga, and converted them." He 
makes it sound so bloody simple, 
doesn't he? 

Converting the game code was 
also relatively effortless, apparently. 
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Happyland, as it is called due to the smiles which permanently adorn the faces of the inhabitants, is a cracking 
place to live. It's got just about everything: beaches, coves, hills, mountains — loads of things to make it a nice 
residential area. See how long it can take you to build such a paradise. 
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only taking John a couple of months 
to complete. "The reason this has 
taken so little time to convert is that 
it is written in C, rather than C++." 
(C, incidentally, is a high-level pro- 
gramming language, used exten- 
sively in the States to program 
games — the Monkey Island series, 
for instance, was written using it. 
C++ is an advanced version of the 
language, capable of doing more, 
which makes it not compatible with 
C.) (You what? — Simon.) 

"Sim Life was written in C + + ," 
John continues, "and at the time 
there were no good Amiga C+ + 
compilers, so it took ages to convert. 



Maxis Land, so called because of the curious shape of the land, cunningly 
eroded from the weather of time into the, er, Maxis logo. Cleverly, the 
designers have used the different world-building features to create letters 
made of trees, rivers, grass, and... 



OLD, BUT CLASSIC 

With the release of Sim City 2000, Maxis 
has repackaged and re-released the original 
Sim City under the "Classic" banner. With 
the new release around the corner, this 
appears pointless, but by pricing it at 
roughly £1S — including a terrain editor — 
Maxis are making the point that good 
games never die. People buying Sim City in 
the future, despite its outmoded graphics, 
will enjoy the game in exactly the same 
way as they did back in 1989 when it was first released. 

Look at these grabs and. if you've played the game before, let the nostal- 
gia lead you away to another era of computer gaming, as I'm sure it will. / 
And then go out and buy Sim City 2000. It's great. I 
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"Also, the Macintosh messaging 
system is similar to the Amiga," he 
says, "only more primitive. It's rela- 
tively easy to take anything written 
for the Macintosh and convert it to 
the Amiga." See? Easy. 

GOING UNDERGROUND 

On the face of it, as you can see from 
the grabs, Sim City 2000 is an incred- 
ibly detailed game, much more so 
than the original, which relied more 
on a fertile imagination to knock-up 
a believable city than graphical wiz- 
ardry. However, the differences 
aren't only skin deep. 

Dig beneath the surface of 
Nuttsville, and you'll find water and 
sewage pipes, items which didn't 
feature in the original simply 
because they would have confused 
rather than informed. Also under- 
ground you can find subways and 
underground tunnels, which must be 
carefully planned to keep the surface 
structure safe On the roads we now 
come across bus terminals as well as 
buses, railways have stations etc, so 
you can effect a complete, working 
transport system. 

The disasters so feared in the orig- 
inal have now become more, ah, dis- 
astrous, and apparently work more 
realistically than before (although I 
remember my first Sim City being 
destroyed in a major earthquake, 
which seemed highly realistic at the 
time). Of course the main elements 
of the game, the people, have 
remained invisible — but their lives 
are presumably much fuller and hap- 



QUANTUM LEAP 

If we, like Sam Beckett from out of TV's Quantum Leap, could er... leap 
back in time and mercilessly slaughter the creators of Sim City, we 
reckon that many other games which took their inspiration from it 
would never have seen the light of day. If it hadn't, and they did, so 
to speak, here are a few "artist's" impressions of what they might have 
loo 



pier now than they were, what with 
this spanking new neighbourhood 
and all that. 

The Amiga version is identical in 
every way to the PC version, which in 
turn is the same as the Mac game 
but with much better music. "The 
only things I'm waiting for now," 
says John, "are the PC MIDI files 
(which contain the music data], 
which I'll convert into Amiga track- 
er modules. They're the only part of 
the game which I couldn't take from 
the Mac version, because Macintosh 
sound leaves a lot to be desired." 

The economic side of the simula- 
tion has become much more accu- 
rate than before. Indeed, it doesn't 
even stop at fun and games these 
days: "Not only can you build much 
bigger cities," John tells us, "but you 
can model them as well. If you know 
how your local town is laid out, you 
can actually build a town that's sim- 
ilar to it and see what goes wrong, if 
anything, and see how you can 
change it." 

"You can play it as a game," says 
John," with a specific objective such 
as rebuilding a city after a disaster; 
or you can run it as a piece of light 
relief." With features in there such as 
alien UFOs coming down from outer 
space to potentially invade your city, 
there is certainly a tongue-in-cheek 
element to Sim City 2000. But, like 
we said, at its heart beats an accu- 
rate, strategic economic simulator, 
which could feasibly last you a life- 
time. Next stop, SimGovernment... 

PROJECT: Sim City 2000 

PUBLISHER: MMis 

DEVELOPER: Maxis US 
In-House; Amiga conversion by 
John Jones-Steele 
INITIATED: November 1993 
RELEASE: August 1994 






Three levels ot zoom are available and, surprisingly, here is one of them. 
You can also rotate the view through 360 degrees to catch any nasty fires 
or such disasters lurking behind a skyscraper. Such flexibility is a big 
bonus when you get to this stage, with a remarkably complex metropolis 
— where literally anything could break out. including riots, tornadoes 
and alien invasions. 




If you strip away the surface of your city, you access the underground sec- 
tion. Here you can build water pipes, which are necessary if your factories 
and homes are to get any water; and subways and underground tunnels 
to help them get around town. 




And as you can see, Happyland is a major, sprawling city, extending for 
miles in each direction. Fortunately, wherever you scroll, your icon bar 
stays close by your side like a small puppy dog, letting you rub its nose 
and tickle its head whenever, and wherever, you need to. 
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K240 Defender. Asteroids taken to 
a new level of gameplay. 



The Settlers Hoop-La: Forget eco- 
nomics, just chase those towers! 




AMIGA CD 



Commodore 





AMIGA ACTION 92°/c 



64 . . . buy it 
now. ' * 
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corKers 



TRADEWINDS HOUSE 
69 - 71A ASHBOURNE ROAD 
DERBY DE22 3FS ENGLAND 



game bin 



k you'd 
be mad 
to miss 
it. » 



you re 
likely to see 
on Amiga. w 



16 bit floppy from £9*" 
Amiga CD 32 at £^4' 



Corkers is a registered trademark of Core Design Limited 
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...heh-heh when I die. Or something. Well, you try thinking of an amusing headline for a 
WiP about Rowan Software's latest flight sim. Simon Byron certainly can't... 




Rod Hyde. Managing Director 
of Rowan Software, has never 
flown an aeroplane. "I've 
never held a pilot's licence," he con- 
fesses, "but I have been in quite a 
few different planes." It's strange, 
this, because his company has been 
responsible for some of the most 
well-received Amiga flight sims 
(namely Spitfire 40, Strike Force Har- 
rier, Falcon, Flight of the Intruder, 
Reach for the Skies), and its next 
game, Overlord, looks certain to be 
just as popular. 

"I've been interested in flight sims 
ever since I went flying with one of 
my friends, who is a pilot," offers 
Rod, "and in those days I couldn't 
afford to learn how to fly. So I decid- 
ed to write my own simulations. 
Since then the company has grown 
and grown — there are now more 
than 1 5 people working on some of 
the projects." 

Overlord is set in the run-up to D- 
Day when the Allied Forces struggled 
to obtain air supremacy in order to 
make the impending invasion easier. 
By successfully completing a number 
of very different missions — from 
escorting bombers to their targets, 
to taking out bridges and other spe- 
cial targets yourself — it's your job 
to wear down the opposition so that 
D-Day is a formality. 

As you may know, the 50th 
anniversary of this historic occasion 
is almost upon us, so the arrival of 
Rowan's latest simulation couldn't 
be more timely. However, the bulk 
of Overlord's action takes place 
before June 6th. "Although there is 
a D-Day mission, we have concen- 
trated mainly on the missions prior 
to D-Day and have attempted to be 
as historically accurate as possible," 
admits Rod. "I've always worked to 
the assumption that being histori- 
cally accurate produces a better 
game. We have introduced the 
nuances and subtleties of real 
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The diary entry in all its glory, complete with grainy snapshot depicting 
one of the more noteworthy events of the last battle. It's little touches like 
this that make Overlord a more personality-lead combat game as opposed 
to a faceless flight sim. You can even add your own comments if you wish. 



combat which means that no two 
missions will ever be identical. 

Due to a mix-up, the screenshots 
you see dotted around the page 
have been taken from the PC ver- 
sion. Yes, we're terribly sorry but 
that's deadlines for you. It won't 
happen again. "We're trying to make 
the Amiga version look as close to 



these screenshots as possible," 
stresses Rod, "although obviously 
they won't be identical." 

And as for A1200 owners? "We 
haven't decided how to use the 
A1200's extra power. There are two 
options: we could make the aero- 
planes better; or we might decide to 
make the ground look better." 
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There are several new planes in Overlord, one of which is this one, whatever 
it is. Unfortunately, the Amiga version's graphics are unlikely to be this 
impressive but that's the price we have to pay for owning a proper games 
machine and not something requiring you to fiddle around with 'bat exe' 
(or whatever it's called) just so that you can do your accounts on it. Yes. 



The amount of research the team 
has done for Overlord is phenome- 
nal; indeed. Rod estimates that he's 
read over 100 books on the topic. 
"The gameplay is much deeper than, 
say, Reach for the Skies," thinks Rod 
(aloud, obviously). "We've spent a 
long time getting the 'feel' of the 
game just right — we want people 
to experience what being a pilot in 
the days preceding D-Day was like. 

"Coastal battles, V1 rocket 
launching sites and marshalling 
yards are all based on photographs. 
We saw some photos at RAF Hen* 
don, but the picture library at the 
Imperial War Museum and the 
Smithsonian at Washington are 
much more substantial. 

BALLY HUNS 

"There's a great difference between 
using the picture library at the Impe- 
rial and the Smithsonian. To view 
photos at the Imperial War Museum, 
I had to spend a day going through 
folder after folder of photographs 
all organised on an efficient but old- 
fashioned card index. To view the 
photographs at the Smithsonian 
was much easier: we bought their 
laser disk set — nearly half a million 
photos on six 12" disks! Over 130 
photographs from the Smithsonian 
library are used in the game to illus- 
trate the missions and add realism. 

"We've also watched many films: 
some combat footage and some fea- 
ture films. One of the most satisfy- 
ing shots a fighter could make when 
on ground attack was against a 
steam engine. If a shot punctured 
the boiler, steam would be released 
from the funnel. We've simulated 
this in Overlord. 

"There are also less obvious 
things in Overlord. For instance, I 
read somewhere that German pilots 
had a tendency to dive inverted to 
the ground when under attack. So 
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We want 
people to 
experience what 
being a pilot in 
the days preceding 
D-Day was like. ■ ■ 

Rod Hyde, J W 

Rowan Software. 



the inverted dive has been added to 
the range of manoeuvres." 

With each flight sim Rowan Soft- 
ware releases, Rod and his team are 
striving to continually improve the 
genre. As this is their sixth plane 
game, does Rod think they've man- 
aged to create the perfect flight sim? 

"Well, if the machine doesn't 
improve then I think we have done 
the best we can. But there are ways 
of making a game better even if 
you've got a 3D routine running as 
fast as the machine allows. The 3D 
routine hasn't changed that much 
from Reach from the Skies. But when 
you consider that we started work on 
that particular routine back in 1987. 
you can see that there isn't much we 
could possibly improve upon. The 
extra work we have put in has been 
to utilise the A1200's extra speed as 
efficiently as possible. 

LOOK OUT GINGER! 

"We're at the stage now where we're 
slightly shifting the emphasis of our 
flight sims to take the pilot's person- 
ality into account. During the Second 
World War, pilots would record how 
they felt they performed in combat 
in their diary, and in Overlord you are 
given the option to do the same. 
That way you feel more involved. 
There's still a large amount of fight- 
ing to be done, though. 

"One of the criticisms levelled at 
Reach for the Skies was the amount 
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Well done! You hove done your bit now 
uou ore on leave until D Don* 





After each mission you are given a briefing, as Rod explains: "If the mission has been particularly noteworthy, the 
Commanding Officer or Spy will come out and meet you as you land. Here, the player has met all the objectives of 
the game and the next mission will be on D-Day." Well, let's hope he succeeds then, eh? 



of time it took to encounter enemy 
aircraft. We were being a bit too his- 
torically accurate, I think. We've rec- 
tified that now so you don't have to 
fly hundreds of miles to get to the 
action if you don't want to. Howev- 
er, purists are still catered for 
because you can pretty much tailor 
the game to your own specifications. 

"There are a few effects I'm par- 
ticularly proud of," smiles Rod. "If 
you've ever seen any war footage 
then you'll be aware of the way that 
tracer fire 'curved' as it headed 
towards its intended target. This is 
an optical illusion. The tracer was 
never going to hit and we've man- 
aged to recreate that here. " 

Many of Rowan's flight sims have 
been set during World War 2. "We like 
to produce pre-jet flight sims for a 
number of reasons," admits Rod. "First 



of all, the aircraft were slower. This 
means that they tended to stay in com- 
bat with each other for longer — we 
get more planes in view at the same 
time so combat is more exciting. 

"Secondly, there are no missiles. 
This, again, makes flight more inter- 
esting. Air-to-air combat in a modern 



jet sim consists of pressing a button 
when a lock light appears on the head- 
up display. This kind of air kill is fun to 
begin with but soon loses its appeal. 
On the other hand, each gun kill is dif- 
ferent. You are in close; flying skills in 
three dimensions and anticipation are 
what's needed to succeed." 



PROJECT: Overlord 
PUBLISHER: Virgin 

DEVELOPER: Rowan Software: Rod hyde (design and coding); Paul Dun- 
scombe (shape and animation programming); Mary Hyde (world file); 
Andy McCann (shape production); Chris Orton (landscape programming); 
Chris Orton (graphics); Jim Taylor (Al programming); Steve Tickle, Dave 
Whiteside (user interface programming). 
INITIATED: April 1993 
RELEASE: June 1994 




Even Rod is quite surprised by some of the shots you can set up in Overlord. Rowan hasn't got any plans for a CD32 version at the moment. "We've writ- 

"We've previously been limiting ourselves to the number of image maps we ten a CDTV game before so we've got the experience and could probably 

can use and some of the results you see here have only been in the game for put a CD-based version together relatively quickly," offers Rod. "But ulti- 

a few weeks." This shot, by the way, shows a Typhoon chasing a Heinkel mately it's down to how the CD32 itself is doing. If there's enough 

over the Seine Bay. But what's that behind him? demand then I'm sure we'll look into it." 
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Whoever called Putty "Silly" has 
got it coming to them, because 
the once-cute character has 
now turned into a 
psychopathic monster 
blob from hell. 
New kid Andy 
Nuttall treads very 
carefully... 



Two years ago there was 
Putty. Bored of fast-action 
heroes, men with big muscles 
and Ninja warriors, London-based 
System 3 Arcade Software based its 
new game around an animated, 
amorphous, alien space-hopper with 
a penchant for violence. He could 
punch, kick, melt, stretch, jump, 
squash — hell, anything a normal 
hero can do, but more. The game 
was universally acclaimed by the 
computer press. 

Now System 3 is back with the 
long-awaited sequel. Shying away 
from simply reworking the original 
game, the designers have gone back 
to the drawing board, so to speak, 
and rooted out the very few prob- 
lems which dogged the original. 
They've extended the levels, so 
instead of platforms cluttered with 
enemies they're now strategically 
spaced, giving the game an adven- 
ture feel. Then they've given Putty a 
whole new range of moves, and an 
enemy-turned-sidekick, Dweezil the 
cat, to help him out. But perhaps 
most curiously of all, they've set the 
game in Vietnam. 

"Putty and Dweezil work for the 
CIA there," says Phil Thornton, Art 
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Major Smith's Escape Tunnel: Rescue 
MIA Putties from the World War Two 
Bees, which drop huge bombs; and 
the Firework Imps, foul demons who 
work for the wizard Scatterflash. 
The Imps are one of the few ene- 
mies which Putty can absorb, 
enabling him to take over their 
bodies for a short time. 



Director at System 3. "It's the 
daftest storyline we could imagine. 
The Vietnamese-style environment 
made for variety, because we could 
bring in lots of jungle graphics; and 
we've got the Iraqi war zone in there 
too, along with the European the- 
atre of war." 

BLUE ATTACK 

The story goes like this: Napalm, the 
new enemy cat replacing Dweezil, 
has invaded everywhere in the world 
with his hordes of Gl Pups and all 
their heavy military equipment. 
Putty and Dweezil have to rescue 
MIA Putties that have been lost dur- 
ing the war. "We've taken a lot of 
the corny ideas from Vietnam 
movies like Apocalypse Now," con- 
tinues Phil, "and put them into the 
game — to get around the cuteness, 
mainly. We don't really want to do 
another cute game: we want to do 
one that's a bit sick, maybe a bit 
cynical, and quite a nti -American. Oh, 
and anti-war, of course." 

The secret of Putty's success was 
its graphics. That's not to make tight 
of the gameplay, which was great 
too, but a few cute characters 
thrown into a game never go amiss. 
Phil was responsible for artwork 
back then as well, but this time he's 
tried to take video game graphics a 
few steps further forward. 

"In the old days," he tells us, "we 
used to have several artists, each 
doing a bit of the game each; but 
that was generally chaotic and never 
seemed to work out. Artists always 



hate each others' styles, and there's 
always fighting and arguing. We 
found out that if you pigeon-hole 
someone for a job — say you've got 
a guy who's good at backgrounds, 
and someone else who can do 
sprites really well — then everything 
falls into place really easily." 

Most platform games nowadays 
feature parallax scrolling — where 
two or more backgrounds scroll indi- 
vidually, with nearer objects moving 
more quickly. This gives the impres- 
sion that slow-moving graphics are 
in the distance, and done correctly, 
some excellent effects can be 
achieved — look at Lionheart for an 
example of this. 

With Putty Squad, though, Phil 
wanted to go a couple of steps fur- 
ther. For his parallax backgrounds, 
he researched cartoon and theatre 
techniques to find how they 
achieved the best 3D effects. As he 
picks up a video of an old Tex Avery 
cartoon from the 1 930s to show me, 
I notice a whole shelf full of books 
and videos about 3D. 

Apparently, Tex Avery was famous 
for blurring the graphics in the back- 
ground while leaving the foreground 
pin-sharp. This creates a contrast 
which simulates the focusing of the 
eye, or a camera, producing an excel- 
lent 3D effect — and one which Phil 
has employed for Putty Squad. "I 
don't think anybody's really used 
this effect in computer games 
before," he beams, "although I can't 
think why. Perhaps because of the 
limitations of the 32-colour palette 
of earlier Amigas. We just picked it 



up from looking at old cartoons, and 
seeing how effectively the charac- 
ters stood out from the scenery." 

The 60 levels in Putty are huge. 
Another eight are secret, only acces- 
sible through invisible doors. The 
levels are split into 22 different 
graphic stages, but Phil has tried to 
give each level a unique look by 
shifting colours in the palette. "I 
used a dynamic palette where all the 
colours are in set banks," he 
explains, "and I can change the 
entire palette to create a different 
mood or effect. The graphics stay 
the same, but the brightness and 
contrast of the colours change, mak- 
ing the graphics look very different." 

As well as blurring the back' 
grounds, Phil has employed a tech- 
nique used extensively in the theatre 
to add depth of field. "If you go into 
a theatre, especially a modern one. 
you'll find that they light up the 
back of the stage with a very simple 
primary colour. They might have a 
very simple black-and-white draw- 
ing there, but then they cast a 
green, purple, or red light on it and 




The Watchtower of Squirt: Dweezil 
the Cat makes an appearance on 
promise of a tin of cat food. Notice 
the red MIA putty, which Putty has 
to absorb to rescue (he doesn't turn 
purple though, sadly). The purple 
background here is an example of 
the theatre method of creating 
depth (see text). 
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Dr Sushi's Laboratory of Terror: 
Frogs, Maggots and other beasties 
abound In the evil Doctor's lair, 
where MIA putties are waiting to be 
experimented upon. 
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suddenly it's real, and everything in 
the foreground stands out well." 

To keep the characters in line with 
the improved backgrounds. Phil has 
tweaked the main Putty character. 
"He's the same size," he says, "but 
he's more shiny so he stands out a 
bit more than he used to. He's got 
four new superpowers: a super- 
punch, a blow dart, inflate-and-float, 
and he can charge himself up and 
electrocute his enemies. 

"He's actually made of Semtex 
now," Phil continues, "so he can 
leave bits of himself around to blow 
things up! Combat Putty, we're call- 
ing him." 

PLAY DOH! 

To achieve the smooth scrolling par- 
allax backgrounds, programmer John 
Twiddy — responsible for many 
Amiga hits including First Samurai 
and Global Gladiators — got togeth- 
er with Phil and decided on the max- 
imum number of colours they could 
get away with. "We managed a main 
palette of 64 colours, with another 
16 for the parallax background." 
explains Phil. "Even with the A1200 
we've had to use a lot of trickery to 



We don't really 
want to do another 
cute game: we 
want to do one 
that's a bit sick, 
maybe a bit 
cynical, and quite 
anti-American. Oh, 
and anti-war, of 
course. ^ ^ 

Phfl Utoflirton, System 3 

achieve that. At the moment we're 
working on the graduation for the 
skies — we can't get the effect we 
want from the Amiga palette, so 
we're cheating again." 

By this time John himself has 
joined us. He's programming the 
Amiga version, while the SNES ver- 
sion is almost complete — which can 
cause him problems. "Each time I see 
the SNES version something has 
changed," he says, "so I have to keep 
checking on it daily." At the moment. 



PROJECT: Putty Squad 

PUBLISHER: System 3 

DEVELOPER: John Twiddy (Pro- 
gramming); Phil Thornton 
(Artwork), Nick Lee (Characters); 
Chris Brahms (Design QA), 
Richard Joseph (Musk). 
INITIATED: April 1993 

RELEASE: September 1994 




Chambers of Scatterflash: The final 
levels, where the nasty wiz uses all 
manner of black magic to kill off our 
hero. By the way, fans of the origi- 
nal Putty will be pleased to note 
that Uncle Ted returns in Putty 
Squad. He's traded in his organ now, 
though, and bought a mixing desk - 
diverting the enemy fire using smart 
hip-hop grooves. 

John has spent two months on the 
project, and expects to have it fin- 
ished for a release in late August. 

Neither John nor Phil consider the 
A500 a feasible platform for Puffy 
Squad, so they're ploughing all their 
time and effort into the A1200 and 
CD32 versions. 

"From making it CD32 compati- 
ble." John continues, "it's inherent- 
ly going to be hard disk compatible 
too. Whether it will be hard disk 
installable remains to be" seen." 

"The CD32 version will be similar 
to the A1200," says Phil, "but we're 
really going to town with the music, 
which Richard Joseph [The Chaos 
Engine) is doing at the moment. 
We've got Flight of the Valkyrie in 
it, along with the Apocalypse Now 
and Mission Impossible themes. Oh. 
and we've got a record coming out 
too," he adds, grinning. 

Good grief: surely not another 
cheap attempt at parading a cute 
game character in front of "mil- 
lions." It didn't work for Lemmings, 
or Mr Blobby, why should it work for 
Putty Squadf "It's a really nice 
song," Phil insists, "it's called 'All in 
the way I move,' and it's going into 
the studio next week. Hmmm... 




The 27th Dimension: This scene from Scatterflash's chambers shows the 
blurred parallax method to full effect. With the background blurred as 
explained, and the foreground pin-sharp, the scrolling looks very realistic 
and three-dimensional. 




(Above) The Lost Lavatories of 
Phut: Or, at least, I think that's 
what this one's called. It's some- 
where in Scatterflash's Castle of 
Spume, anyway. The baddies 
shown here are, (in no particular 
order) Aqua Pups, Fish. Crabs and 
Sea Sponges. Just thought you'd 
like to know. 



(Above) Night Flight Over London: 
"There are lots of stars and items to 
collect," says Phil, "and eventually 
you come down to land on the 
Tower of London." Although it's a 
secret level, he doesn't mind us 
showing it to you because it's really 
hard to find in the game. Easy for 
you though, eh? 
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(Above) In true Mario Bros-style, Putty Squad displays a map before 
each level, with a pointer showing you your current position. The 
map moves along with you, and gives you an idea of the graphical 
style before you move in. 
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Mr Magoo is a strange car- 
toon character as far as I'm 
concerned. He's not exact- 
ly a major character in this country 
and generally only gets an airing at 
6.30 in the morning during summer 
holidays because the BBC has run 
out of Bugs Bunny, or 'Huge Metal 
Robot Ninja Warriors That Change 
Into Small Pieces Of Cheese At Will 
but Like The Environment' cartoons. 

Well, that obviously matters not 
a jot to Millennium, as the company 
. is embarking upon a licensed puz- 
zle/arcade game featuring Mr 
Magoo who, as if you need remind- 
ing, is extremely short-sighted and- 
tends to spend most of his time 
involved in hilarious japery due to 
this amusing and potentially haz- 
ardous complaint. 

I think not 
controlling the 
main character 
directly will be a 

novelty, but it 
should also make 
the game play 
like a virtual 
cartoon, with 
lots going on and 
no game ever 
turning out the 

same. ■ ■ 
Mice Ml Designer * * 

When I asked Mike Ball, Mr 
Magoo's coder and designer, if Mr 
Magoo was the result of something 
that had already been in develop- 
ment and tailored to include the 
new character, he answered with a 
resounding 'no'. 

"The Magoo project was put our 
way out of the blue — although 
we'd heard rumours about a possi- 
ble Mr Magoo film, so it made sense 
to get hold of the licence anyway. 
We definitely wrote it around 
Magoo — we sat down and watched 
Magoo videos and took tons of 
notes on how stubborn he was. We 
^^^then sat down and tried to come 
up with an idea that wasn't just 
^^^^^A another platform game which 




Walking into lampposts and tripping over 
things may not sound like much fun, but if 
you're a cartoon character it's a way of life. 
Blind Lemon Broughton spills his coffee all 
over Millennium's latest — 
Mr Magoo. 




a lot of licences turn out to be. We 
studied the character of Magoo and 
tried to come up with a game that 
would be cool with Magoo in it. We 
tried to not look at other products 
as much as possible, really." 

The team decided that consider- 
ing Magoo couldn't control himself 
— he spends most of his time watch- 
ing events happen around him with 
no real comprehension — it would 
be only proper that the player 
shouldn't be able to control him 
either; thus was born the rather 
interesting control method. 

"You don't actually control 
Magoo, but the objects and scenery 
around him." explains Mike. "The 
problem here is that you've actually 



got to get Magoo to accomplish a 
task, but you can't really use him, so 
you've got to get something else to 
make Magoo complete the puzzle, 
indirectly, as it were." 

Within the game this means that 
the player will take control of objects 
in Magoo's world, causing him to 
notice them and interact accordingly. 
If you 'become 1 a chair, Magoo will 
more than likely sit on you (oo-er). If 
you've got a dodgy spring, a touch of 
the fire button will send Magoo fly- 
ing. 'Become' a washing line, and 
Magoo will grab onto you — etc, etc. 

'We created this control method 
because it's new, it's original, and 
also because it fits Magoo so well. 
Unfortunately, design has been the 



biggest headache with Magoo 
because it's so difficult thinking up 
really good puzzles for him to solve." 

As is the norm, there are a num- 
ber of different levels within the 
game, as well as a fair old collection 
of sub-games, and though most of 
these have now been coded, some 
had to be pulled from the game as 
they were found to be 'too abstract'. 
Mike Ball explains. 

"Hopefully the game will be acces- 
sible to players of different age 
ranges. There will be sections where 
the younger games player won't get 
to every secret level and play every 
extra game, but they'll still be able 
to complete it and have a lot of fun 
in the process. The more advanced 
player should be able to get to all 
the locations and sample all these 
extra games. Its a simple theory — 
the better they are, the more they'll 
get from the product." 

"I think not controlling the main 
character directly will be a novelty, 
but it should also make the game 
play like a virtual cartoon, with lots 
going on and no game ever turning 
out the same. It's all going to be 
about exploration and experimenta- 
tion so if the player does something 
in a different way, they may end up 
in an entirely different location. If 
they climb into a rocket, they could 
find themselves on the moon — 
there are going to be lots of extra 
games and game styles built into the 
into Magoo. where Magoo goes off 
into arcade action. That should add 
quite a bit to the overall novelty of 
the game as well." 

Well it certainly sounds very inno- 
vative but whether that's how it 
turns out — we'll just have to wait 
and see. 



PROJECT: Mr Magoo 
PUBLISHER: Millenium 



DEVELOPER: In-House: Ian 
Saunter (project manager and 
design), Mike Ball (code and 
design), Mark Rafter (art director 
and design), Marcus Broome (art 
and design), Alan Brand (art), 
Richard Joseph (music). 
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RELEASE: July 1994 
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Quile simply the best Football monogement gome for your computer. 
We have served thousands of satisfied customers during our 4 years of 
trading. Over 10,000 man hours (during 5 years) has been dedicated to 
the production of this constantly improving game. It is one of the most 
realistic und accuiate representations of a professional football managers 
annual challenge to tactically out wit and conquer every opponent. 
Managers : I to 4 Human players, Ratings, Performance statistics, sack 
and offers. 3 Difficulty levels, Manoger of the month and season 
awarded, Pools, Pick any team in any division to begin with, 
league I Cup ; Premier 22 teams. Division 1 ,2 & 3 have 24 teams, 
Play-offs, Tables. / Cup competitions with precise rules (2 legs, extra 
time, away goal rule, seeded draws, European Cup tables, 5 subs, 
non-domestk player restrictions etc.). Finalist route to glory. 
Games : Yearly fixture/previous list, Week fixtures/results, Results fiom 
previous meeting with opponent (goes back up to 6 seasons). 

EASY TO PLAY Ariimated^ =::::a ^ Joystick or Mouse. 
Wrestling gome A^i^. 




Players : Real life statistics reflecting the start of 93/94 season with 
real positions, height, oge. live transfer market, Contract & wage 
negotiations. Prefened foot (left/right/both), loans, Injuries, Training, 
Special talents. Trainees, Goalkeepers (separate skill categories) . 
Defenders, Midfielders, Attackers I Utility, Retirements, foreign 
transfers. Unhappy players, Top 10 Hot shots. 
Team : Training, Tactics (15 different styles). Aggression, Formation 
allows specific player field settings (left winger, Sweeper etc). 
Club : Sponsorship, Ground improvements, View opponent, Finances 
The Watch : Real time scoreboard reporting goals 8 injuries yellow/red 
cards, Sound effects. Interventions permitted at any time to 
change tactics, formations and moke subs. Physical graphical penalty 
participation (optional). Over 80 different referees. 
Other : Fost lood/save. Printer access, 20 Options to set various 
gome preferences. Instruction book, Eosy to ploy, Technical support. 
Plus : Over 1 00 other meticulous refinements impossible to list here. 
Editor : Allows you to amend various items in saved games. J 1? Extra 
Dxd Scottish : Dedicated version details available upon request. 
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This is a purely monogenol cncket manager gome that concentrates on 
strategy and includes plenty of relevant stotistics. The game has been 
designed and developed by a true fan of the sport. It replicates everything 
that a real manager has to contend with and it's a totally unique 
production mot anyone with an interest in Cncket should experience. 
A summary of the mam features is shown below:- 

• AXA EQUITY & UW 18 league county teams, 50 overs per gome. 

• 4 Cup competitions including Benson & Hedges, Nat West. 

• 20 different match umpires with accurate names and strictness. 

• Accurate player details Surname, height ond age. 

• 27 different player attributes. Most skills have a direct impact on the 
effectiveness of each individuals actions during a simulated match. 

• Eosy player selection. All gome text is clearly presented. 

• Batting and bowling overages. Top batting and bowling tables. 

• 3 Different training intensities to boost batting, bowling or fielding. 
Weather, pitch and light often make an impact on ground condition. 




• Full match highlights let you 
watch the action ball by ball with 

graphics and/or realistic 
sampled sound effects for 
significant events (Fours, Umpire 
decisions, etc.). Interventions ore 
permitted at any time to change batting tactics or fielding placings. 

• 3 Batting/Bowling classifications {Normal, Attock and Defend). 

• Choice of 1 5 different held plocings. 

• Full scorecard results with best batting ond bowling figures. 

• Other staff (Physio, Groundkeeper, Scout) con be hired and fired . 

• Annual league fixtutes listing. Current week and lost league results. 

• View current cup competition draws ond historic records. 

• Real time transfer market. Player contract and wage negotiations. 

■ Sponsors, Printer access. Finances, Poor ground fines, Manager rating 

• T 5 Options to alter game preferences, tood/Sove game. 

• Instruction book with plenty of examples. 

• Plus many more fine details that we ore unable to list here. 
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This gome has been designed to be as close to real racing as possible. 
Five years of development by o clever racing expert has led to the 
second revision of this Flat Horse Racing Simulation. 
Up to 4 players can participate as Owner Trainers with the primary 
abjective of becoming the top roted trainer, in respect of prize money 
won, at the end of each racing season (March to November). There 
ore up to 35 other intelligently controlled computer trainers to compete 
ogainst ond compare your personal performance. 
To achieve this aim you must discover a potential champion and train 
them so that they become capable of competing well and winning any 
of the 47 big prize money races (Handicap and Group), eg. The Derby 
To give you an ideo of the tools provided in this game to assist you 
reaching your objective we have listed the main features below.- 

• 250 horses each with over 60 independent variables. 

• 26 different race courses (2 all weather), real life characteristics 
mirroring the diversity of racecourses in the UK (descriptions provided). 
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• 20 Jockeys who vary in ability and booking fees, Orders t Feedback 

• Formbook and Win Summary Cards cover the previous 200 races. 

• Animated race display oi just the result. View Declaration List for races 

• Very informative report by Heod stable lad. Tipsters. Bookmakers. 

• Rocecords similar to racing press. Real life. Handicaps & Race Types. 

• Viruses, Injuries & Vets. load/Save game. Many other items included. 
Version I is available upon request (Simple training 1 betting) @ £1 5. 



ORACLE 




Open National Tipping Competition 1991 Organised 
by Racecall, regulated by the Tote, this progrom achieved 
joint second. Tins led to a serious approach fiom a well 
notional book maker. Rejected in fovourof supporting the public 
Winningi Statistics 1 04 wins out of 1 66, as from 2/6 to 1 /9/93. 
Formula This program tells you exactly what to do. You ore NOT 
permitted to amend our system unlike so many other similar programs. 
How confident can you be in something that invites amendments! 
Research & Development : Three years fuH time race analysis ond 
experimentation to refine and test the prediction system. 
Inside Knowledge Plenty of unique hints horn contacts in the know. 
User friendly No racing knowledge required, easy to use, tutorial bookj 
Restricted Soles As soon as our programs predictions have a prolific 
impact on the betting odds we will stop accepting new buyers. 
Monthly Update Highly recommended option. If any update fails to 
break even we'll send the next one free of charge. From £25. 
Prke Increase : Highly likely. Buy now before success forces increase. 




A fantastic graphical and/or tactical representation of Cricket that has 
been completely written by a traditional fan. You con physically 
participate with batting and/or bowling or leuve it to the computet to 
automatically handle. See full feature list below .- 



GAME OPTIONS 

• 1 Day limited overs or test. 

• White or coloured clothing. 

• Thiee Cnrket grounds. 

• load/Save game. Skill levels. 

• Computer/Humon players, 
ANIMATED ACI10N 

• Sound Commentary. 

• Umpire signols 



STATISTICS 

• Scorecard & bowling analysis. 

• Weather and ground reports 

• Wagon Wheel 

• Manhattan Chart. 
PLAVER VARIETY 

• Rated on 8 adiustable factors. 

• left and right honded players 

• Range of batting types. 



All the strokes cut, pull, drive, etc. • Editor to amend game sluts, 
ols, diopped cutches, run outs • Bowler types include seam, 
ncers, wides and no bolls swing, change and both types of 

spin with 8 speed levels. 
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FRIENDIY C0NTR01S 

• Icon driven with point & click. 

• large 3D scrolling screen 
covering the entire playing orea. 

• Mouse controls bowler's line, 
length, direction field settings. 

• loystick control of batsman's 
attack level, strokes ond 
running between wickets. 
VARIABLE CONDITIONS 

• Surfoce and pace of pitch 

• Roin, bod light, cloud rover, 
temperature and humidity. 



48 HOUR DISPATCH 
CHEQUE PAYMENTS 
If you have a guarantee 
cheque card or credit card 
please write its number on 
the reverse of your cheque, 
doing so will ensure dispatch 
within 48 hours of receipt. 

OUR A DDRESS 

ESP Software MMMtrf 
32a Southchurch Rood, 
Soulhend-oir-Seo, 
Essex SSI 2ND. England. 
IH. (0702) 600557 
FAX. (0702) 613747 



24 HOUR CREDIT CARD HOT-LINE 

— (0702) 600557& 



ISI MAIL ORDERS 



COMPUTER 



Professional 



Masters V4 
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299.95] 



Cricket Masters 



Cricket Masters 



Wrestling Masters 



2^95 



2.00 



24.95 



7S.00 



24.95 



NUMBER & EXPIRY E.&O.E. 



24.95 
19.95 
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FOOTBALL 



PROGRESS 



TACTICAL 
AAANAGER 



Empire(Nol) 



Black Legend 



It has to be said that footy titles are 
loosing their subtlety. There's Sier- 
ra Soccer from, er... Sierra, and 
look now we've got Empire Soccer 
from, well... oh dear. The good news 
is that Empire Soccer actually looks 
quite decent, being a more light- 
hearted affair than most of the 
arcade or management offerings on 
the way. The game contains a com- 
prehensive selection of options, giv- 
ing access to a full World Cup tour- 
nament, a one-off exhibition game, 
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or training — each with 32 National • 
Teams to choose from. You can also : 
choose from five team formations as j 
well as change overall skill settings : 
to make dribbling etc easier. 

The thing that makes this game a I 
bit different is the more cartoon-like * 
look, and elaborate animations as ; 
you play. The game also features a " 
number of 'sillier' touches, so con- : 
cede a goal and you'll find yourself • 
being shouted at by an angry man- ; 
ager. Kick someone over, and you'll • 
get a red-faced ref giving you a taste : 
of his coloured cards! 

The game also contains more 'bru- ; 
tal features' such as power-ups giv- » 
ing Power Drives, Super Barge Super ; 
Dribble, Speed Burst, and lots of - 
other things with 'Super' written in : 
front of them. Or maybe 'Speed'. 

A further glance at the 'show-off : 
sheet" reveals other special treats • 
such as action replays of up to ten : 
seconds, extra time and penalty | 
shoot-outs, full statistical analysis at ; 
half and full-time, not to mention ' 
the animated advertising boards. (I : 
can't wait to see that one!) 

The 400 plus frames of arcade : 
style player sprites should also go ■ 
quite some way to injecting a bit: 
more character than some other • 
products, and you'll be glad to know : 
that any goals, fouls, bookings etc • 
will be rewarded with an animated : 
somersault, crying person, or what- j 
ever's relevant at that point. ; 

Games like these are made or, er... 2 1 
broken on gameplay and thankfully : 
Empire Soccer looks like it'll be up j 
there with the best of them. You'll be ; 
able to find out for yourself with j 
next month's EXCLUSIVE demo! 
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WAH ! ! (Brief moment alone 
gathering composure...) 
Yes it's true, Black Legend 
is proud to announce the forthcom- 
ing release of, and I quote, "...the 
most detailed and realistic football 
management game yet — Tactical 
Manager." Oh good. Just for a 
minute there I thought it was going 
to be just like the other thousand 
we've already got on the way. 

You may not believe me but, 
apparently this will be the first game 
ever to have a 'true simulation of all 
factors likely to affect the outcome 
of a football game.' The name of the 
game (©1972 Bruce Forsyth) is tc 
become the league champions, and 
this — again apparently — will 
depend on more than just adding up 
players' skill scores with a random 
decider. Rather than just computing 
the total skills of a side, Tactical Man- 
ager will actually play each match so 
that the result isn't known until the 
last ball has been kicked. Even when 
results involving computer sides are 
shown, every single ball has been 



played according to the teams' 
strength, tactics and fielding (it'll be 
just like TRON. only with tons of lit- 
tle computer footballers running 
around inside your own little com- 
puter — Cwoar!) 

Black Legend will be producing 
three versions; one with English Pre- 
mier and First divisions, one with 
Scottish Premier and First divisions 
and an Italian Serie A and Serie B. All 
versions will have comprehensive 
team and player data along with 
over 900Kb of game logic pro- 
grammed in Assembly code, what- 
ever that is. 

Statistically, Tactical Manager 
looks set to satisfy even the saddest 
of the sad, with some 20 years' 
worth of results and league tables 
instantly retrievable — that's some 
21,290 matches! You've also got 
3740 real footballers, both national 
and international, all eligible for Man 
of the Match, PFA Player of the Year, 
Young Player of the Year, Footballer 
of the Year, and many many more. 
Can you wait? I know I can't. 
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Impressions 



To Commemorate the 50th 
anniversary of 0-Day this 
June, Beginning Of The End is 
the first Micro Miniatures game to 
feature modern unit types. Like The 
Blue and The Gray, {The One April) 
D-Day will be a fully-fledged cam- 
paign game, where the player com- 
mands either the Allied invasion 
force in a bid to take Berlin, or the 
Axis powers attempting to repel the 
impending invasion. 

A number of the criticisms and 
points raised over The Blue and The 
Gray have been taken on board, and 
according to David Lester, Impres- 
sions' president, these will be adjust- 
ed in the new game. 

"The reaction to TB&TG has been 
truly phenomenal. There's no doubt 
that the Micro Miniatures system has 
now reached a new level, providing 
enjoyment to both wargamers and 
more general strategy gamers alike. 
With D-Day, we're bringing the chal- 
lenge and fun of computerised 
miniatures to World War Two for the 
first time. The game will also be the 
first true campaign simulation of the 
invasion on the Amiga. We are very 



excited about this next step forward 
in computer-based wargaming." 

The game has more 'unit variety' 
than previous games, with air-sup- 
port, armour enhanced artillery, 
naval units and airborne troops. Unit 
types, initial placement of unit, and 
available reinforcements will all be 
historically correct for the real enthu- 
siasts (just in case you were worried). 

As with most Impressions games, 
the player will also be able to choose 
between playing a strategic level- 
only game, a tactical-only game, or 
a combination. 

Another result of 'consumer 
response' is the inclusion of person- 
alities into the generals, a feature 
which will affect both their individ- 
ual actions and the outcomes to var- 
ious situations. There will be a vari- 
ety of victory options, so users who 
feel that they'd rather alter certain 
objectives can get stuck in. It's also 
planned to include shorter scenarios, 
so that people who don't want to 
get involved in long drawn-out cam- 
paigns can enjoy playing. 

It's not over yet, though — here 
comes more Impressions stuff... 




LORDS OF 
THE REALAA 



A 



Impressions 




You're lucky if you're one of 
those people who spent most 
of their time eating crisps and 
chatting-up girls during history 
lessons, because you won't be both- 
ered by the following er, mish-mash 
of medieval history. OK. so thir- 
teenth century saw England divide 
into a number of counties, each gov- 
erned by a ruler, with an overall 
king. Unfortunately, greed and lust 
for power soon caused many of 
these lords and barons to resent 
subjecting themselves to his rule, 
and over time, they grew restless 
and decided that things would be so 
much better if they were the king 
themselves. (What, all of them? — 
Simon.) It's rather unsurprising then, 
that war broke out in some counties. 

At this point, some of the more 
strategically- minded of you might be 
thinking 'my word, this would make 
a splendid scenario for an epic strat- 
egy game of feudal governing, com- 
bat and conquest in late thirteenth 
century England.' And you may well 
be right. 

Impressions Software is most cer- 
tainly hoping so, for 'tis they who 
are about to produce Lords Of The 
Realm, an — and I quote — epic 
strategy game of feudal governing, 
combat and, er, conquest in the late, 
er, thirteenth century. 

LOTR promises a unique combi- 
nation of game types, including the 
first ever true siege simulation 
(apparently, whatever that might 
be) and some magnificent castle 
building (whoa! Stop it at once. Now 
I'm really hooked!) 

Players will choose between play- 
ing a primarily combat-oriented 
game, or a more peaceful one, 
where they rule a county, all accom- 
panied with atmospheric Medieval 



graphics and large digitised video 
sequences. Yes. 

As lord, you must carefully man- 
age your people and resources, cre- 
ating a balance between occupa- 
tions (farmers, miners etc) and 
military might. LOTR is a turn-based 
affair and each player can design 
and build their own siege-proof cas- 
tles, utilising a number of timelessly 
classics features, including moats, 
drawbridges, portcullises and many 
many more! 

Engagements may be fought in 
tactical detail, zooming-in to the 
battlefield, and with two player 
options as well as modem play sup- 
port. LOTR promises to be a strategy 
fan's dream come true. 
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EXPRESS P.D. Dept THO Magazine Business Centre 
11 9 Newarke Street, Leicester, LEI 5SS 
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SIMON BYRON 

Simon's been very busy this 
month, but not so busy that 
he can't recall any near- 
famous encounters for us. "I 
once stood behind Keith Cheg- 
win when Swap Shop came to 
Christchurch. My mate was 
spitting at him and it was real- 
ly funny. I felt really grown up 
and clever. It was on the trailer and everything." Yes. 
it's 'hilarious' mad-cap incidents like this that have 
made Simon Byron the Editor of Britain's premier 
childrens' entertainment mag. That and the bribes. 
Well done. 

ANDY NUTTALL 
Here he is ladies and gentle- 
men. The One's spanking new 
Deputy Ed — Andrew John 
Nuttall. Freshly poached from 
our competitors. Andy brings 
his own unique miserable style 
to Britain's most childish 
Amiga mag. You'll also notice 
that he looks frighteningly like 
to Simon, creating a scary 'Proclaimers' type effect 
in the office and for that matter the pub next door, 
where sozzled punters have been pointing at Andy 
and Simes and collapsing into fits of giggles. "I near- 
ly interviewed Arthur C Clarke live from Sri Lanka 
once," he offers, "but he told me to. 'sod off you 
boggle-eyed git'." Mysterious that, eh? 

MATT BROUGHTON 
"I've been very lucky with 
famous people," explains Chief 
Goatee, "Jonathan King turned 
up to a gig once and we got 
very excited indeed. Unfortu- 
nately, he wasn't meant to be 
there he left after about three 
minutes. Then we had Ringo 
Starr turn up to another gig 
and, funnily enough, we got very excited again. 
Unfortunately, he also left after two songs. I think 
he was probably worried that we were going to be 
bigger than The Beatles." Are your sure it wasn't 
because you're total crap. Matt? 

HARRY ATTRILL 
Harry began by saying that 
he'd "met tons of famous peo- 
ple." Unfortunately, after fur- 
ther questioning it became 
apparent that most of 
'Grandad's famous mates' 
were either dead, or sad gui- 
ta'rists that we'd never heard 
of — 'Catfish Keith'. Dave 
Brock' and such like. Mind you, he did jam with Fish 
from Marillion (ask your dad, kids) who interest- 
ingly enough was his benefit officer at the time. Oh. 
and he also claims to have snogged Kylie Minogue, 
but we're sure he was only saying that to be ! in' with 
us. Keep trying, old person! 
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HOW DO WE DO IT? 

At The One we believe a picture speaks a thousand words. That's why our reviews are a bit 
different and, we like to think, a lot better than the rest. Each game review begins with a short 
introduction, telling you what sort of game you're reading about and outlining its plot, then 
we follow that up with illustrations, maps and diagrams accompanied by informative captions 
that demonstrate every aspect of how the game plays. 

Finally there's The Verdict where we explain the game's good and bad points in detail, so 
that you can work out precisely whether the game's for you or not. Bear in mind that although 
a review is only written by one person, the whole team play every game reviewed and the 
Verdict and scores are based on everyone's input. 

Based on years of research this is, quite simply, the best game reviewing system devised by 
mankind. Ever wever pever. 

Probably. Ish. 

C THE VERDICT PANEL EXPLAINED) 



This piccy shows you clearly 
which Amiga - A500/600, A1200 or 
CD32 - the game is being 
reviewed on. 



This panel indicates who is pub- 
lishing and who created the 
game, along with essential info 
such as how much the game 
costs, when it'll be released, the 
control system(s) used, how much 
memory your Amiga needs to run 
it, how may disks it comes on 
(and therefore how much swap- 
ping you can anticipate) and even 
whether you can install it onto 
your hard drive. 



This percentage indicates not only 
how well-drawn or animated the 
graphics are, but also how well 
they complement the game. Some 
games look great in static form 
but may be slow and jerky 'in the 
flesh' which will be indicated by a 
lower-than-expected Graphics 
score. 



As with Graphics, the Sound score 
isn't based purely on the quality 
of the tunes and sound effects, 
but also on how well they 
enhance the game. For instance, 
an all-guns-blazing shoot-'em-up 
with a silly bouncy jingle 
wouldn't do well here. 




Payability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' word {write to your MP!), 
indicates how easy the game is to 
get into and how much fun It is to 
play. Things like poor control or 
cluttered screens will take this 
score down. 



Another 'new' word. Instability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 



The Overall score is the definitive 
guide as to whether a game is 
good or bad. It takes into account 
many factors other than the four 
main ones listed above, which is 
why it's not simply an average of 
those scores. Anything scoring 
85% or above is considered an 
essential purchase. 



A1200 


I 


2 



The Amiga family is even bigger 
than ever now, with people able 
to buy ASOO/SOOs, A1200s and 
CD32s. Here's where we'll tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 



REVIEW 



Long ago, before the earth was 
born; before the stars were a 
twinkle in the Creator's eye; 
before, even, Jesus became "popu- 
lar," there existed a race of people 
known as the Terrans. The Terrans 
were human-like in form (in fact, 
they were human, but for our pur- 
poses they're Terrans, okay?) and, 
just like us, they loved to be in- 
charge of things — people, animals, 
neighbouring towns — you name it, 
they tried to conquer ft. 

As technology advanced the Ter- 
rans were able to leave their own 
small planet. They took a bit of a 
butcher's around the galaxy and 



decided they could make a better 
fist of running it than anyone else. 
To cut a long story short, the Ter- 
rans ransacked and pillaged thou- 
sands of neighbouring planets and 
asteroids, and set up Terran colonies 
on anything that moved. 

Eventually, after many millennia, 
the Terrans reached the edge of 
their own galaxy, and before going 
any further, the Terran Lords (as 
ever, sticklers for protocol), consult- 
ed their Planning Department. The 
Planning Department's job was to 
chop the known Universe into neat 
little sectors and label them. Time 
passed in the way that only time 



can. Generations of Planners came 
and went, thousands of colonists 
were shipped out to new worlds 
and the Universe, as is its preroga- 
tive, just kept on going. 

One particular Terran, let's call 
him Commander X, was annoyed. 
He'd waited years for his chance to 
colonise, and now retirement was 
drawing near. After many years ser- 
vice in Terran Space Corps, he'd 
attained superior rank to many who 
had been honoured with the call. 
Why wasn't he ever summoned to 
cruise the starpath to glory? He 
stamped his foot. He sulked. But 
the Terran Empire had special plans 



for Commander X. One particular 
galaxy, which the almighty big-nobs 
had discovered with their powerfu 
telescopes some years earlier, wai 
proving difficult to settle. At the last 
count there were 24 juicy asteroids 
just asking to be snapped-up — the 
trouble was, gulp, aliens. What tht 
Empire needed was an experienced 
methodical but totally bonkers pilot 
to lead the eager colonists. All he 
would have to do is nip out of 
hyperspace, land, develop, anfl 
exploit the hell out of any resources 
pdq. And if any aliens showed-up 
well hack 'em down pronto. One 
name Immediately sprang to mind 



Already bored with life on 
takes to 
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(Below) LAK'MAJTRAAL... Hailing 
from (he M53, (somewhere outside 
Manchester, probably — Simon), the 
"Laks" are snaky, horned, and pret- 
ty hard with It. Pictured here Is a 
Lak, reclining between their two 
huge, spinning orbs (stop snickering) 
which they call "home." 



sir* 



(Above) TAU CET1 III. ..A hideous race of insect-like creatures, unintelligent but 
quite capable of giving you a good kicking. They're generally predictable, 
because they operate as a hive Intelligence to protect their Queen — knock her 
out, and you're on to a winner. 





TYLARAN EMPIRE 
(Above) The races of 
the Tylaran Empire 
used to be greedy, self- 
ish and parochial. But 
then they picked them- 
selves up, discovered 
space travel and then 
sped out to be greedy 
and selfish to every- 
body else. Avoid. 
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THE RIGELLIAN CONFEDERATION 
(Above)Rtgellians are so intelligent that their 
brains don't fit In their heads heads. Please 
don't mess with them unless you're well 
trained, or well stupid. 



AX-ZILANTH'S 
"Ya, boo, and sucks 
to you!" That's the 
rallying cry of the 
cunning Ax, who 
are renowned for 
sticking their 
tongues out at 
intended victims. 
Mind you, they do 
the same to their 
friends too. Speaks 
volumes, really. Oh, 
and they're very, 
very tough. 

(Left) 

SWIXARANS...And last- 
ly, the toughest alien 
known to man. the er... 
tuber. Advanced and 
extremely dangerous, 
you should approach 
them with a trowel, or 
some slug pellets. Well, 
it's a bloody vegetable, 
isn't it? It's a great big 
green thing with roots. 
What next. Cosmic Cab- 
bage? Marrows from 
Mars ? Pah, we say. 
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After colonising an entire asteroid, you can extend it by initialising a Space Dock — 
»r a space station orbiting the asteroid, which you can use to build large Items 
«hich don't fit on your asteroid. In this you can build loads of new things, from 
missiles and other weapons to... 



..ridiculously powerful and nasty warships like the destructor, which is so hard it 
wears braces. Sadly, you need loads of different ores to complete these ships, to 
getting them can be damned difficult, A message hjforms you if any Ore* are ""^^ 
missing — .md f fe^a sampled Ufflfc WQ W " y<»"' re lucky. / \ 



REVIEW 



EXCELLENT ERECTIONS... 

And what's wrong with that, exactly? Oh come on, children. Because these aster- 
oid-thingys are so densely populated, I'm sure you're wondering just what's 
what- Well so was I, until I wrote this amazingly marvellous boxout Hurrah! 



SOLAR GENERATOR 
The most efficient 
method of generating 
electricity, but costly. 
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PROTECTED 
RESIBLOCK 
A huge 
skyscraper, 
capable of hous- 
ing 300 people. Pro- 
tected by a gun turret. 



n MEDICAL 
CENTRE 
Manned by 
specialists, the 
Centre looks 
after colonists and is 
good for morale. 
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DEEP BORE 
MINE 

One of two 
different 
mines, capable 
of digging for ore to 
various depths. 



LIFE SUPPORT 
Provides air for 
up to 500 
colonists — if 
you don't have 
enough, they die. 



it's boring. However, a seasoned K240 
player would perhaps derive informabo* 
with regard to his current asteroid ore 
status. After all, you need ores to buikj 
things, and you need ores to sell for 
money. You need ores to live, basically 
and this is how much you have. 






DECONTAMINATION FILTER 
If there's radiation around, 
you need one of these 
thingummies to get rid. 



LASER TURRET 
Dot these around the 
edges to defend your 
asteroid. 




HYDRATION PLANT 
Extracting water from Ice inside 
the asteroid provides water for 
500 colonists. 




m 



mm 



of fiendish alien, and 
h chance of getting out of 
see. they ambushed me — one minute 
they weren't there, the next Instant — 
er... death. Wipeout. 





THE VERDICT 



A500/600 



pubi.shcr: Gremlin 
Developer: 
ln-house 
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IHfCiMIhr,, ENCG0F0 HEfSfiGE FF'OM IFIFPffiFF ... 



FPILILGIICNS ON 



DEFEMIMG IHE ENEMY 



VOL NOU HfiVE UNCHALLENGED MINING FIGHTS 10 THIS 
PfiPT OF SECIOF K240. 



lEIFflCORP IS F'LE 



1240. 

fiSED WI1H VOl 
CHALLENGES fi 



OUR fiOILIIV. 



THERE f-f'E CIHEF CHALLENGES PUPIIING YOIU AND 
OTHER GLIEN CULTURES K Of PL WITH. 

GOOD LUCK! 
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EXPLOSIVE 

Although it's white and 
shiny, the Explosive Is sim- 
ply a bog-standard missile, 
capable of nothing more 
than giving the enemy a 
slight headache. 
Cost: 1000 credits 
Ore required: 1 Selenium. 

AREA EXPLOSIVE 
Also white and shiny, but 
with a few more nobbly 
bits, the Area Explosive 
causes roughly eight times 
the destruction of Its lesser 
twin. Those nobbly bits 
really make a difference. 
Cost: 8000 credits 
Ore required: 2 Barium 

SCATTER 

The Scatter'! a kind of dum- 
dum missile, splitting Into a 
multitude of smaller missiles 
— each filled to the brim 
with explosive. Deadly. 
Cost: 10000 

Ore required: 3 Selenium 






HELLFIRE 

Evoking the cry "Bloody 
Hellflre!" from Its victims, 
this beastie spreads a dead- 
ly, unnamed substance 
across an entire asteroid. 
Cost: 20000 credits 
Ore required: 3 Quazlnc. 



VORTEX 

Unleashing a terrible electri- 
cal storm on its target, the 
Vortex is so powerful It not 
only destroys people, but 
buildings as well. 
Cost: 9000 credits 
Ore required: 3 Crystalite 



NAPALM 

Not quite the stuff used in 
the Vietnam war, but It has 
much the same effect. 
Instead of liquid fire, this 
missile melts structures 
using plasma gas. 
Cost: 6000 credits 
Ore required: 1 Quazlnc 
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TACTIU 

There'* no doubting that Total 
Carnage is hard. Well hard, In fact 
So in our ever-continuing 
campaign to make your games- 
playing life that bit more enjoy- 
able, we've decided to reveal a 
few tried-and-1ested tactics which 
are guaranteed to work. 




IUUIII 



fact, Total Carnage sounds so 
tough, I reckon you could scare-off 
the hard skinheads down the 
estate by threatening them with a 
bit of it whenever they give you 
any grief. 

However, I wouldn't advise you 
to actually carry out the depraved 
acts portrayed in ICE's coin-op 
conversion (of the decade). Not 
unless you want a lengthy stay at 



pieces, their flesh scattering over 
the terrain. Soldiers bash each 
others' heads in with rifle-butts. 
Mines turn dismemberment into 
an art form. Huge trucks mow 
down all those not-so-innocent 
bystanders. The Total Carnage 
world is not a nice one, basically. 

And it's all because that git 
General Akhboob decided to have 
a fight with the rest of the world. 




"3 QllJI 
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spearhead the 21st century's most 
dangerous fighting battalion and 
by controlling one or both of 
these men it's your job to kill, 
maim and blow up everything 
looking even remotely evil. 

Total Carnage is a conversion of 
the Bally coin-op which was the 
sequel to Smash TV. The arcade 
giant housed two joysticks — one 
for moving your character and the 
other for specifying the direction 
of fire — along with some pretty 
spectacular sound effects, making 
Total Carnage not the easiest of 
games to convert. So how has ICE 
fared? Well... 



Vou begin the game with a rather 
weedy and hopeless gun (pea-shoot- 
er, more like) which isn't exactly " 
tops when it comes to killing people. 
Fortunately there are tons of pick- 
ups scattered around the place 
which bestow your character with 
much more formidable firepower, 
the most effective of which is the 
three-way shot. Use your ammo 
wisely, though, because it is in 
strictly limited supply and once 
you've used it all up you have to 
revert to the gun. 



It gets a bit tricky now. You'll 
often find loads of enemies sneak- 
ing on from the left. If this is the 
case, tiptoe quietly to the other 
side of the screen, hold down the 
fire button, close your eyes and 
count to ten... 




By far the hardest attack wave to 
deal with is the 'Running directly 
into your fire from the top of the 
screen' method. Here, hordes of 
beings leg it into your bullets, 
thinking they're immortal. Which, 
of course, they aren't. 




If a gang of hoodlums approaches 
from the right, move to the left 
and hold down fire The mindless 
zombies will happily wander into 
your fire. But don't got too com- 
placent — there are three more 
t.ictics to learn. 



He has genetically engineered an 

army of mutant fighters by coat- ^Jf 
ing ordinary creatures in bio- 
nuclear goo and sent them forth If a gang of brainless gits 
to destroy everything. But what approaches from the bottom. 



REVIEW 
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General Unpronouncea 
army approaches from all sides in an 
attempt to play a rather violent game 
of 'it'. Whenever they tag you they'll 
raise their guns above their heads and 
try to put half of your brain on the 
floor. If, however, you manage to kill 
them first, the game will scroll in the 
direction you should be moving, 
ing you into yet more 



out death and destruction to the 
grunts, rather large vehicles speed 
onto the screen, many with gun-tot- 
ing passengers. These jeeps not only 
require more hits than the flesh-coat- 
ed cannon fodder, but they'll also try 
and run you over in the process. Gits. 





ooking circles towards the top of 
end of trouble. They're mines, you see, and even the slightest touch sends 
you flying skywards, resulting in a lost life, not to mention a detached leg 
and stomach. If you fancy returning the complement, collect the time bomb 
pick-up. This can be placed at any time by pressing 'Alt' and can be quite 
effective if you're timing is spot-on 



THE VERDICT 
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Well, they told us it would be good 
but... we didn't believe them. And 
unfortunately we've been proved right. 
Total Carnage is a game which at best 
can be called 'not very good' and at 
worst simply 'crap'. For the most part, 
a typical game is mind-blowingly unex- 
citing — the screen scrolls a bit and 
about fifty identical soldiers enter the 
area using that tried-and-tested war 
manoeuvre known as 'standing in a GRAPHICS 
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line and trotting suicidally towards a 
sea of bullets' (obviously experienced 
tacticians). So you can often clear up a I 5 11KB 
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number of attack waves by holding 
down fire and waiting for the goons to 
run at you. And if two people are join- | fHVIlILITY 
ing in the, ahem, 'fun' then things are 
even easier. What's worse is that the 
game tries to disguise this flaw by 
chucking in the odd ridiculously diffi- 
cult attack wave (like a line of blokes 
running at an extraordinary speed, 
meaning that you haven't got any time 
to react if you're in the wrong position) 
rather than designing clever and subtle 
set-pieces which require you to do more 
than more than hold down the fire button 
for long periods of time. Add to this the fact that the colli- 
sion detection is rather suspect (it s not unusual to be killed 
by speckles of blood or a bullet which obviously missed you) 
and you can see that Total Carnage is a game which frus- 
trates rather than challenges. All the sprites feature some 
pretty comical leg movements which make all the rock-hard 
geezers look like cartoon cats running on ice. Even the gun- 
turrets and main bosses have very little animation frames 
so you can stand in certain positions and let rip without fear 
of getting hit. Of course, these criticisms could be levelled 
at the arcade game, so in that respect it is a good conver- 
sion. But why bother converting something as unspectacu- 
lar as this in the first place? 



The version we reviewed is A1200-only. although 
you wouldn't notice because it looks a bit like PD. 
We can only hope that the A500 and CD32 versions 
have an entirely different set of graphics. But 
somehow we don't think they will. 










Presentation. It used to be 
overlooked by developers but 
all to often nowadays it's 
given too much attention — and at 
the expense of gameplay too. A 
cynic might say that Psygnosis is one 
the worst offenders in this regard, 
however, with Armour-Oeddon II 
the company has managed to main- 
tain its high standard of presenta- 
tion and produce a decent game 
into the bargain. Good Lord. 

Scenario: a hulking great space 
computer, called Hellfire, is capable 
of blowing the earth to tiny pieces. 
Once, in the late 20th Century, Hell- 
fire thought it would be a good idea 
to try this out, and it took a small 
team of ingenious humans to dis- 
able it minutes before Armageddon 
(hence the title — get it?). 

Now it's woken up again; and 
you — even though, presumably, 
you have no experience in military 
operations — are put in charge of a 
number of large pieces of destruc- 
tive hardware, in the vain hope that 
you can do something about this 
nasty Hellfire business. Honestly, 54 
billion people on this Earth, and you 
are singled out as saviour. Some 
hope, eh? 

Most of the hardware involved 
has been done in simulations 
before: tanks, fighter planes, 
bombers, jeeps, that sort of 
| thing, but here they're all put 




MAIN PICTURE (Above): The field of 
battle, as seen from the air. using the 
excellent map facility. It doesn't real- 
ly tefl you a great deal, but it doesn't 
half look good. Hellfire can only be 
destroyed by building an armed 
unmanned rocket, and launching it: 
so you need to keep an eye on this 
map to find the position of your 
deadly enemy. 



The equipment area gives you an entire hangar to play with, filled with loads of 
gear for you to create your fleet. It's quite easy to build super-powerful craft and 
go out to blow things up, but you really need to consider your strategy for both 
destroying the enemy and building the Hellf ire-destroying rocket. It's no good, 
for example, ploughing all your weapons into a single chopper because it may be 
shot down. 




Inside each vehicle and aircraft the controls are laid out in familiar places, which 
helps when you're flicking between them. This tank, for example, has the fuel and 
speed gauges over to the right a radar in the centre, and payload information on 
the left. The payload can be selected quickly and easily — including, rf you're 
shrewd with your scientists, a cloaking device to make you invisible to radar — 
and the weapons are represented by the red cross-hair in the main display. 



together in one neat package. Prob- 
lem is, you need to select which 
ones you need, kit them out with 
weapons, then roll them out and 
control them all as a team in one 
fantastic killer squadron against 
Hellfire. So, it's not quite your aver- 
age flight sim, then. 

It does, however, have one great 
feature: flying and driving the 
planes and vehicles has been kept 
nice and simple, so not only the 
tech-heads among you can enjoy a 
good blast, but also players who 
have never picked up a flight sim 
before. The range of missions smack 
of Gunship 2000 in their layout, 
each leading you towards the ulti- 
mate goal of building a rocket to 
destroy Hellfire; and you'll be glad 
to know that they begin firmly on 
'Easy' and work their way up in 
great numbers to 'Bloody Hard'. 
Hellfire can be difficult: I'd watch it, 
if I were you. 



REVIEW 




There's a fully functioning strategy simulation in Armour-Geddon II, but 
you'll be glad to know that the 3D bits of the game are top-notch too. 
Although the ground detail is a bit sparse, the aircraft and vehicles look 
good and move fast. This is where A1200 owners will feel smug and pleased, 
too, because the frame rate is greatly improved over the earlier machines. 
This doesn't really affect tanks and other slow-movers, but when it comes to 
fighter planes the A600 really grates. 




Of course, in real-life you can't just go swanning around in planes and things 
at night: you need to use a night-sight. And that, curiously enough, is exact- 
ly what this is. If you have enough room on your vehicles or planes, this Is 
one gizmo worth developing — otherwise you find yourself crawling around 
at low speeds, a sitting target for enemy equipped with this feature. 
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The Research & Development screen is a necessary burden, really. Although 
I'm sure you want to get out there and kill things, build your rocket and 
destroy Hellfire, you need to develop certain pieces of equipment first to 
help you achieve your aim. Whether it's a vehicle or a weapon, simply select 
it and assign a number of scientists to the job. The piece of kit will be devel- 
oped, and delivered to you shortly. Within 28 days, presumably. Honest, guv. 
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Armour-Geddon II is one of those 
hard to crack, but fun if you can be 

bothered type games (see the schools _____ 

, . . Publisher Psygnosis 

of Genesia and most flight sims for D*«/oper. 

further study). It's a git to get into, In-House 

because you're initially faced with a £24.99 Out Now 

stack of options screens, a Syndicate- Not Hard dm, installable 

style inventions screen to create new . 

* Mouse/ JoysticK.'Keyboard 

weaponry, and a whole host of vehi- 

Memory Dllfc« 

cles which must be kitted out for 
destruction. So, if you like to pick up a 

game and play it immediately, leave jgr 'A Q/IOJ 
Armour-Geddon II well alone. The £ 0 ifO 
manual, for example, takes a good 
half -hour to read, while the game itself W Q fl OT 

needs much longer to get to grips with. SbW UU 10 
The main problem occurs with control- 
ling up to six entirely different vehicles QC9 
at the same time: not easy when <jfifl U J fO 
you've played it for hours, and quite lb* 1 iUfcjj 

frustrating when you're first starting flf)9 
out. For the first few missions, though, a^b* J\J fQ 
you only need to use the odd tank or 
bomber; but to complete the game /' flgLgmm 
you'll find loads of high-tech equip- DCW 
ment at your disposal, each requiring a | flQ 

different technique to control. If I were to 
pick holes, I could highlight the technically 
clever rotating map, which displays tactical positions and so 
forth, but is, in the final analysis, pretty useless. And, on the 
Resource Map where you set your waypoints (points of 
strategy for your vehicles to aim for, military fans), the icons 
are small and colour-clash with the background, making any 
kind of mission planning tedious. However, in this case I 
don't really want to pick holes, because I had a lot of fun 
flying fighters and belting around a warzone in a big, hard, 
tank. The missions aren't easy, and require a lot of planning, 
but success is something that comes naturally after a while 
— pretty unusual for a flight sim. No, this is a good idea 
well executed, providing a lasting challenge for any gamer. 



A1200 




Although it works perfectly smoothly and quick- 
ly on the A1200, there are no plans for a CD32 
version as yet. However, Psygnosis are the CD 
developers, apparently, so don't be too 
surprised if it arrives sometime soon. 
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Take a trip to Double-Entendre City with Simon Byron as he fails to be remotely 
funny whilst appraising Team 17's latest. Come back Dave... 
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[ 've been doing a bit of research for 
this review, dear readers. I've been 
out there in some of the Capital's 
seedier drinking establishments, chalk- 
ing my name on blackboards, eying up 
the local talent and nodding at my fel- 
low boozers when someone's man- 
aged to pull-off something quite 
impressive. I've shouted: "Good balls, 
my son," inquired as to whether any- 
one fancied playing with me, and even 
offered money to people stupid 
enough to partake of a spot of dou- 
bles. Unfortunately, this got me into a 
lot of trouble. 

The police officers were fairly kind. 
They even acted as if they believed me 
when I told them I was in the process 
of finding out what real 'pool' is like. 
They did have trouble accepting I was 
the Editor of Britain's biggest and best 
Amiga games magazine, but I think I 
managed to convince them by claim- 
ing to have been born in Bath. 

Anyway, I'm now in a position to let 
you know all about the game some are 
already calling 'pool'. So here goes. 

It's like snooker. But with less balls. 
It's seldom on the telly because its only 
played in pubs. Rather than wearing a 
natty waistcoat and smart, terylene 
trousers, pool players sport scruffy 
jeans, lumber-jack shirts and smell of 
old spice. Smoking is obligatory, and if 
you can spill some ash on the green 
baize then so much the better. 
Because there are so many varia- 
tions (9-ball, 8-ball, speed ball, etc, 



Arcade Pool features every different 
version of pool you care to mention. 
There's even a custom mode where 
you get to make up your own rules, 
specify the colour of the table and 
generally mess around as much as 
you like. 

etc), you can nearly always bluff your 
way out of tricky shots by moving the 
cue ball wherever you feel like and say- 
ing something like: "It's the new rules, 
silly." Oh, and you can play something 
called 'Killer' where it's legal to pierce 
your opponent's body with the cue if 
he's better than you. And that, in a 
nutshell, is pool D'accord? 




Up to eight players, human — or 
computer-controlled — can partake in 
the fun. You can even indulge in 
some best of one, three or five 
tomfoolery; experience the 
excitement of a knockout 
competition; or even watch the 
computer play itself. The choice, as 
they say, is yours. 
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Okay f I could sit here saying things 
like "Arcade Pool is too old-fash- 
ioned for the discerning nineties 
gamer," and comparing it to Archer 
McLean's 3D offering, but that's 
neither constructive, nor helpful. So 
I won't. Obviously there's no way 
that Team 17's top-down simula- 
tion could ever beat the technical 
standards set by the follow-up to 
Jimmy White's Whirlwind Snook- 
er, but I reckon there's room for 
more than one decent pool simula- 
tion and if you feel the same way 
then this could be right up your 
street. Everything appears to be in 
working order: the balls travel 
smoothly and the routines used to 
calculate the movements are nearly 
flawless. Even the sound — what 
there is — suits the game perfectly 
(although I challenge anyone to get 
the gentle clacking of ivory balls 
wrong). Obviously you can't recre- 
ate the 'feel' of a real cue when lin- 
ing up shots but the method 
employed here is intuitive and with 
practice gives more than satisfacto- 
ry results. Occasionally the comput- 
er opponent will pull-off a prepos- 
terous 14-ball-plant, or something 
to get itself out of trouble — which 
Is immensely frustrating — but I've 
yet to come across a snooker, or 
pool simulation where this hasn't 
happened every now ard again (it's 
one of the crosses you have to bear, 
unfortunately). So all-in-all it's a big thumbs- 
up for this groovy budget offering and a warm round of 
applause for Team 17 for not ripplng-off the kids. Let'r 
huddle together and bond, shall we? 



The game recognises Al200s and enhances the 
game both visually and aurally. A CD32 version is on 
the way and will come with a free pub. 
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6 99 
• 10. 99 

Pro oct x/F 1 7 Challenge CD32 .17.99 

Praphecv. ™ 19 99 

Pjycho Killer CD32 .22 99 

Pro Tennis fcur 2- Jimmy Connon Gmaf Courts 2 8.99 

PUGGSV ' 19.99 

Qwok ,. v 9 99 

Qwak/Alien Bread' CD32 .17 99 

Quest For Gfory 1 .12 99 

Quest For Glory 2 - 1 3.99 

Rainbow Islands 6 99 



Pownrmongerri Doto Disk 

Prehiuoriei ^ _ 

Premiere CD32 

PREMIER MANAGER 2 

Prime Mover 

Pnnce CM Persm 

Proiec 

rchcTri'ilier 



riHHKHHH 



RoilRood Tycoon 
RoochOutFor Gold.. 
Reach Oul For Gold 
Reach for the Skies .. 

Red Baron 

Rise Of The Robots 

Cup . , - 

_ j Jeam (enhanced) 

Second Samurai 

SECRET OF MONKEY ISLAND 

S«'ol of Monkey Wand 2 

Seek N Destroy j-™^™ 

Sensible Soccer 1.1 (92/93) 

Sensrble Soccer „,. 

ERS ........... 

lands 
Silent Service 2. 
Sim Cily Deluxe 
Sim Cily Lemminc 

Sim City Populous 

Sim Ufo (A 1200) 

Simon The Sorceror „, 
Simon The Sorceror ... 

SKIDMARKS 

Slicks .... s 

Soccc Kid( enhanced) 

Soccer Kid 

SPACE QUEST 1 
SPACE QUEST 2 

Space Hulk 

SPACE IEGENDS 

STARLORD 

Star Trek 

Snoot Fightor 2 

Sinker 

SUB 

Super Hero 



....... i... 



, ..12 99 

A500o.A1200 17 99 

CD32 19 99 

......2299 

•(See lords of Power I 
A500or A1200 27 99 

™,„„„„ T ..1799 

-22 99 

CD32 .20.99 

, 1799 

A1200/CD32 20 99 

A500/CD32.I9 99 

1 MEG) 12.99 

24 99 
17.99 
16.99 
1999 
19.99 
8 99 
I 2 99 
19.99 
19 99 
19.99 
22 99 
.22 99 
A1200 29 99 
17.99 



CD32 



>p>MP>P(»tM)l 



12.99 

....AI20O/CD32. 19.99 

17.99 

1299 

....10.99 
.22.99 
...19.99 
....22.99 



t* tl 



"""M+ M 



A1200 22 99 

12.99 
899 
19.99 
19.99 
22 99 
1799 



Super Looyge Monooer. 
Super Methane Brothers 

Super Methane Brothers CD32 22 99 

SurfNinjas CD32 19 99 

SurtN.n^s A500orA1200 17 99 

.22.99 
19.99 
3Q.99 

19 99 



SYNDICATE 

Tactical Monoger- English or Scottish or Italian 

Terminator 2 M 

Terns ... u ti-vv 

Team 1 7 Collection Vol 1 „_ 

1FX A1200/CD32.22 99 

Theatre Of Death , 1 9 99 

The Blue & TheGnjy 

THE GREATEST 

TORNADO 

Iota Carnage 
Total Cornoge . 
Trocon 2 



-t-*H-*-«»a-*H«**-«- 



7? 99 
21.99 
22.99 

18 99 

19 99 

22 99 



Town W.th No Name C032.22 99 

Traps 4 Treasures 1 9 99 

Triv>ol Pursuit Deluxe CD32 . 

Troj Kle*s*WMe<e4*tttt**ia*ie*ii>*itait-i** * sei *00 . 

Trol » - ....„....„ 

Two Towers ,., m. 

z.''.':.'.:.iw/a)3i 



CD32 



1 9 09 
.9.99 

19 99 
.9 99 
1999 
22 99 
17 99 

20 go 

19 99 
22.99 
22.99 



Turning Points 

Turrican 3.... 

Twillight 2000 
TV Sports Duo 

Ufa: 

U96 

Ultimate Body Blows CD32 . 1 9.99 

UMS Compilation 27.9? 

UtKoverecf. 17 99 

Universal Monsters ...17 99 

Urid.um2...„ - CD32.22 99 

Utopia 2 .A500/CD32 .19 99 

WING COMMANDER JM200.22.99 



Winter OtynsoKS . 

Winter Super Sports 

Yo Joe 

Z00T 

Zool 2 







::":::::::::::cD37 

A500/A1200/CD32 



19 99 
1799 
1999 
17 99 



COMPILATIONS 



FANTASTIC WORLDS - 

Mega lo Mama. 
Pirates, Populous. 
Realms, Wonderland 
E22.99 


AWARD WINNERS 2 

Sensible Soccer, 
Zool Jimmy 
Whiles, Elite 1 


TEAM 17 VOL 1 

Body Blows, Super frog. 
Overdrive 


IORDS OF POWIB 

S1U1W Sorxcs 2. Bed Boron. 
Rakood Tycoon. nmWr 
Oveul 
CI 9.99 


SPACE LEGENDS 

Wing Commander, 
Elite. 
Mega traveller 1 
£19.99 


DtZZY COUKTtON 

Fasl Food, Kwii Snax. 

Fantoty World Diuy. 
Treasure Is Di ay, 
Mogidand Dirry 
El 6.99 


SPORTS «AASTEB 

European Charnpioiuhip 
1992, PGA SawrGaH. 
AdVontogr- Wls.lndy 500 
£19.99 


DIZZY'S EXCELLENT 
ADVENTURES 

Dizzy Panic, 
Bubble Dizzy. Dizzy- 
Prince of York Folk. 
Spellbound Dizzy. ,Kwik 
Snax 
E16.99 


exClilfW QAMli 

AfcCHtff MACLEAN'S POCX. 
iAWfSPCM)2. 
SHuTTU. FOUlOUS 2 
OJ99 


TW GftzAIlST- J.m.«y 
Vvhie't SnooW. 
lino ol The Tempbou. DXme 
E3I.99 



Arabian Knights 9.99 

Body Blows 12.99 

Chuck Rock 10.99 

Dizzy Panic 6.96 

Jack Nicklaus Unlimted goH 12..99 

Jock Nicklous Course Designers 

Clip arlVol 1 .7. 99 

Kick Of* 2 Final Whistle 7.99 

Kick Off 2 Gionts Of Europe 7.99 

Kick Off 2 Winning Toctks 5.99 

Sabre Team 9.99 

Shadow Worlds 9.99 

Super Tetris 1 2.99 

Thunderstrike 5.99 

Wing Commander 9.99 

Zoof. 8.99 



EDUCATIONAL 



ADI English (All Ages) 17.99 

ADI French (All Ages) 17.99 

ADI Moths {All Ages) 17.99 

ADI GCSE Moths English or French 22,99 

Better Spelling [8-10) 13.99 

Better Moths [12-16) 13.99 

Cave Maze (B-12) 9.99 

Fun School 2 (6-Bj 6.99 

Fun School 2 (*B| 6.99 

Fun School 2 (U6) 6.99 

Fun School 4 (5-7) 16.99 

Fun School 4 (7-11) 16.99 

Fun School 4 (U5| 16.99 

Fun School Point 4 Creole (aver 5*1 17.99 

FvinSchodSrielnoFbir|7-13| 17.99 

Fraction Goblins (8-13) 9.99 

Junior Typist (5-10) 10.99 

Magic Maths (4-5) 13.99 

Maths Mania (8-12) 13.99 

Maths Dragons (6-13) 9.99 

Merlin Moths (7-11) 17.99 

Mickey's 123 s (2-5) 13.99 

Mickey's ABC's (2-5) 13.99 

Mickey's Jigsaw Puzzles (5+) 13.99 

Mickey's Colours & Shapes (2-5) 13.99 

Mickey's Memory Challenge (5+) 1 3.99 

Noddy's Big Adventure 16.99 

Noddy's Ploy Time |3_+) 16.99 

Picture Fractions (7-10) 9.99 

Playschool (3-8) 9.99 

Playroom (3-8) -....17.99 

Reasoning With Trolls ( 512) 9.99 



JUNIOR ADVENTURE 



Robin Hood (8 + ) 13.99 

Scrooge (A Christmas Carol) (8*) 13.99 

The Three Bears (5-10) _ 13.99 

Wind in The Willows (6*) 13.99 

Wizard Of Ox. 13.99 



JOYSTICK & ACCESSORIES 



10 Capacity 3.5" Disk Box 1.99 

40 Capocity 3.5" Disk Box 4.99 

50 Capacity 3.5" Disk Box 5.99 

80 Capacity 3.5" Disk Box 6.99 

1 00 Capocity 3.5" Disk Box 7.99 

Analog Adaptor 4.99 

Cheetah 125* 7.99 

Cheetah Bug 11.99 

Competition Pro Extra 14.99 

Freewheel Steering Wheel 24.99 

Gravis Advanced Switch Joystick 22.99 

Mousemot 1.99 

Gravis Game Pad 1 5.99 

Quickjoy Jetfighter 11.99 

Quickly Pedals 17.99 

Quickioy Topstor 17.99 

Quickmy Turbo 10.99 

Suncom Stll Stick 5.99 

Suncom Toe 2 7.99 

Wire "q" Stick 4.99 



3. 5 "BLANK DISKS 



TDK 
VERBATIM 



PRECISION 
BOXED 



UNIIAN- RECYCLED 
DCO LOOSE 
LOOSE 



10 


7.99 


6.49 


20 


14.50 


11.99 


30 


21.99 


17.49 


40 


28.49 


24.99 


50 


35.00 


26.00 


100 


65.00 


49.99 



5.99 
10.99 
15.99 
20.49 
23.99 
44.99 



4.50 
8.50 
12.00 
15.00 
17.50 
35.00 




E V I E W 



K'ngs Quest has one element that 
many adventures don't — and 
that's death. Yes. whereas most 
games these days seem to avoid 
hilling off the hero, KQVI seems 
to take delight in throwing the 
odd fatal puzzle your way. Here a 
young boy .eems sure that he 
can direct me to the next island it 
I dive In. Funny that — everybody 
else has told me that I'd drown. 
Oh well, I'm a trusting sort — 
SPLASH - glub, glub. glub... 





"Good «3*y to you, guards. X was cast upon this 
.stand in » norm. *nd I'm a HUi* confuseo 
aoout *y location Could yoo te4i r*e what (IK* 
tnis is, arid uino i»v«?s in ibis catti*-*" 



IB 




Pi 




WHAT'S IT ALL 
ABOUT AL? 

You might be wondering just 
what all this is about, and 
how the 'King's Qu^st' thing 
has managed to get as far as 
a sixth episode, so let's have 
a little look behind the 
scenes at this particular 
quest's origin. Over to you 
Prince Alexander... 




God I'm hacked-off. Not onl 
got no idea where my girlfr 
thing's going on with that r 
magic. That'll come in hand; 



4 



Cassil 

been 

she c£ 

— bei 

glimp 

dow, 

tional 

good 

MUM! 



"What the bloody hell do you 
want? I was watching 
Eastenders." How I love my 
mum. "Never mind that you silly 
cow, pack me some extra sand- 
wiches (and none of that crunchy 
peanut butter crap either). I'm 
off on an adventure". I can 
always rely on my mother for 
support in times like this. What's 
that? Oh yeah, duty free. Do you 
want Bensons or Hedges... 



W 



REVIEW 




This is more like it. 
Ah, the smell of 
freshly cut timber. 
Leaping from tree 
to tree as they float 
down the mighty 
rivers of Columbia. 
The redwood... the 
pine... the larch... 
With my best girl 
by my side, we'd 
sing, sing, sing. 
Actually, I feel a bit 
nauseous after all 
the excitement. I'm 
off downstairs for a 
quick worn." Let me 
know if you spot 
any land. 



"Don't 

there's no sun up 
the sky, stormy w 
er. since my girl a 
'alrrt together. . . " To b« 
honest, I've got a nor ri 
ble feeling that thfe 
storm's going to be a 
bit nasty. Oh well, my 
crew of loyal, sturdy 
young matelots should 
be able to deal with it 
while I nip off for some 
peanut butter 
sandwiches (bloody 
woman). CHAPS! 

R THOSE 



That was the last he'd seen of nis crew. 
Debris fron the shipwreck is scattered along 
the shore, but of the life boats ana his Men, 
there is thankfully no trace. 

T 






{Right) So much for that crew — what * bunch of 
losers they were. Oh well, at least I'm still In one 
piece (which is more than can be said for my ship 

— hope I'm insured). Ho hum, I'd best see where 
the hell I am and if there are any nice egg and 





REVIEW 



What adventure would be complete without a mil- 
lion objects to trade with. Generally, the game 
works by the standard adventure 'one man, one 
object' rule, but there are opportunities to buy 
wholesale — such as in this pawn shop (shame that's 
not porn, really!) Though quite often you'll find 
yourself with a seemingly useless object, there's 
bound to be a subtle clue cither in the locations' 
descriptions or in conversation that drops some hint 
as to their use. 



"TMmIMS on the front counter are the only 
things in the store that I can let go for the 
price of one copper. Vou nay MM your choice 



frofl there. 



3 I* * 



r onlij slightly tatter#«3 R holds a 9000 
I supply of fliftt. » surdu strw.ing pao, and ewen 
\i candle if< you (iho yo*jrse*»* w.ih naught 
I else »o hold the riar>e * 
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^ I Know of --a 
' 1 5hooc»e can 



The en* 



it 



n cooied-fcy i t e 

ill hot, it is no 



"<tr 



66 



^JJ^wand 
|ty on the oc 
boding wall 



shuffl* through my inventory r weals that 
l h«pp»n to toe carrying an iceberg Tettuee. 
^TWfs chuck that In and see what 

happens... Yes. much .» I thought; the Ice- 
jMrg has cooled it down enough for me to 
crow. Incidentally, my middle name is 



istract asSTS, KQVI 
om the paths of no 
ration. Here a pud 



W is the 
marking 

all the time. Another feature of this is 
that it gives you an audible 'ping' each time 
your scort- increase*. This can be used to 
see when you've just performed an action, 
or heard something in conversation, that's 
particularly important. The ferryman has 
just mentioned an item in the pawn shop, 
and thanks to the 'ping' I now know that 
d be my next destination,^ 



REVIEW 




One of the first things you notice about the Crown Isle vs that all the people 
are really friendly. After working with the bunch of miserable gits here. It's 
quite refreshing to go somewhere where everybody is willing to help you! 
Just position your little speech bubble over anyone you meet, And sit back 
while they give you tons of useful tips and information. What a nice nun 
What a very nice man. 




E V I E W 




Co it's CD32 time again, is it? 
Well, blow me if it isnt Team 
H^Pl7 displaying its latest beat- 
'em-up, a clever mixture of two pre- 
vious games — Body Blows and 
Body Blows Galactic — compiled 



into one game on one CD. Clever 
marketing, some would say, because 
for a relatively small amount of work 
Team 17 has created an entirely new 
game — and one not possible on the 
floppy formats. 



A huge 20 characters are now at 
your disposal, including all the orig- 
inals: Dan, Yi-Tu and the token 
Maria; along with the newer, sexier, 
interplanetary beings: Phantom, 
Puppet and Inferno. (Actually, Infer- 



Ooof! Aaargh! Thwack! Biff! Heeeurgh! Smack! Kapow! Er, Biff 
againl Kerr-ack! Blam! Whap! Splat! Crump! Slap! Whomp! New 
flame Andy Nuttall has a bit of fun... 




no always struck me as being a b 
odd. I mean, OK, so you don't mes 
with fire; but surely some of the 
grip-and -throw moves wouldn't be 
possible from an everyday streak of 
flame? Call me picky...) 

Anyhow, control of the characters 
has been beefed-up, with their grav- 
ity and weight sorted out to give a 
better impression of kicking each 
other rather than prancing about 
like they were on the moon. A few 
extra special moves have been 
added in for each player, which will 
please die-hard beat-'em-up fans 
but not, presumably, their friends 
who come round for a 
quick fight of a Sunday 
and end up being pum- 
melled to hell in ten sec- 
onds on the end of d 
"Special Punch." 
There's a lot to be said for 
plagiarism, but Team 17 is 
close to the extreme with 
some of its blatant rip-offs of 
certain other games in the 
genre. There's little need for so 
many special moves: as long as 
you have a good game to begin 
with, the players will get most 
of their kicks out of kicking, so 
to speak. However, they are to 
be applauded for taking the 
game into other galaxies 
because there at least some of 
the more outrageous moves 
become almost believable... 



REVIEW 
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THE VERDICT 



CD32 



Publisher. Team 17 

Developer 

In-House 



£29.99 Out Now 



Nol Hard Drsb Installable 



Joyp. id Joystick 



Memory 
2Mb 



Disks 
1 (CD) 







88% 






m 


75% 






82% 

TTTTTlTei 



It's a fact that Streetfighter 2 didn't 
translate well to the Amiga. Everybody 
knows that the technology — especial- 
ly the A1200 and CD32 — is capable of 
a great version, but the creators 
bemoaned the limitations of Amiga 
joysticks. Only having one fire button, 
that sort of thing. Then, along came 
Body Blows from Team 17 which 
rewrote the history books. The bluff 
and plain-speaking Yorkshiremen said 
"Nay, lad, we've proven tha' can make 
a gradely fighting game using just one 
t'fire button tha' knows," and damned 
popular it was too. Mind you, since 
then we've had the excellent Mortal 
Kombat, so gameplay standards have 
been er... generally upped. Ultimate 
Body Blows reflects this with the 
additions to the game, and the refine- 
ment of control which it brings to the 
CD32. Keeping in style with Body 
Blows Galactic, the apparent weight 
which has been added to the players 
gives the control an extra lift. This 
owes a lot to the influence of Street- 
fighter 2, admittedly, but it improves 
the gameplay tenfold over the original. 
Another plus is that the CD32 con- 
trollers make individual moves and spe- 
cial moves easier to carry out, and you 
also get the feeling that the designers were 
more comfortable with the extra buttons. So, that means 
this is a better system to run Body Blows on. It's still far 
from perfect, though. The characters haven't yet got enough 
"feel" to make them comfortable to control, the sound 
effects and speech are tinny and laughable (No. You say 
what you really mean Nutts — Simon.) — a travesty with 
the added chip RAM of the CD32 — and even the title music 
isn't up to the usual Team 17/ Ally Brimble high standards. 
To cap it all, there are several characters, Dragon springs to 
mind, which are capable of killing an opponent using a 
repeated special move — so to win you only need to hold 
down the fire button! No, this incarnation is certainly bet- 
ter than the original, but don't rest on those laurels because 
there's still bags of room for improvement. And don't for- 
get, we've got Renegade's scrummy looking Elfmania to 
come soon... 



i 85% 



aiEiiu 

81% 



All 20 characters line up before a match, waiting to be chosen. Just like football 
at school, where the Captain was always the cool and hard one. who newer chose 
you because you were weedy and crap at games. Well, it was for my friend, any- 
way. Here are 18 hopefuls, but the Captains are already picked, leaving Inferno et 
al to sit and cry for a bit. Probably. 




The Phantom's got this bizarre move where he seems to mesmerise his oppo- 
nents into submission, before finishing them off with an electrifying death 
move. Or at least, it does when he's playing Dragon, who's particularly thick. 
Dragon can beat many opponents just by stomping, however; and you stomp 
by simply holding down the fire button. So killing things are pretty easy. 



A500/600 



A1200 



Already out, mate. Ages ago. In fact, you've 
missed the boat completely, because both Body 
Blows and Body Blows Galactic, the two games 
which make up the Ultimate version, are out In 
both A500 and A1200 versions. 





No doubt every magazine has already made tons of hilarious 
'mens' parts' jokes about J Nutz' v whereas Mr Sophis' himself, Matt 
Broughton, puts down his comic book and dons a paisley dressing 
gown to discuss Ocean's latest platform rodent like a grown-up. 




(Left)Mr Nutz is no ordinary squirrel 
— he's also a flying squirrel (perhaps 
he's from Borneo then — Simon.), 
and as you open chests during the 
map-game, magic feathers will occa- 
sional fall your way. One will let you 
glide, two will let you rotate, and 
three will let you change direction in 
mid air. This feat takes a lot of prac- 
tice as you have to build up speed 
by diving, and then swoop bach up. 
If you're Impatient It'll get on your 
nerves very quickly. Sorry. (Stop 
apologising we are tough and hard- 
bitten hacks — Simon.) 

{Right) I realise that this screen is 
devoid of squirrely matter, but 
that's because I've gone all swirly 
after catching an invincibility icon. 

By running past this plant to my 
side, you can rotate its leaves, and 
huzzar! — tons of toys come flying 
out; only one of which is invincibili- 
ty. You'll also notice the happy, if 
unoriginal, mushroom bouncing to 
my right. Unsurprisingly, if you jump 
on this, you'll spring into the air. No! 



read a lot of Arthur C. Clarke r 
j my spare time (i.e. the five min- 
utes out of every 12 hours thas 
; Simon allows me to relax) ar*e 
am constantly impressed ane 
amazed by his [Arthur's, not Simon s 
ability to create realistic 'other 
worlds'. I imagine, then, that he 
would turn in his grave (if he wert 
dead, which he isn't and must there- 
fore be content with just rolling 
about a bit in his front room) if he 
caught a whiff of Ocean's plot for Mr 
Nutz — which incidentally, qualifies 
for the 'Euro-journal Crap Plot 
Award' currently held by Hrotf 
Saknusum of Denmark for his hilari- 
ous 'Please to be helping me with my 
rook-sack' series. 

Come with me, if you will, to a 
planet inhabited by chickens so 
advanced that they've managed to 
invent such technological boons as 
racing cars, video games, space ships 
and coffee machines. Picture ncv» 
how exactly Ocean reckon a dowdy, 
flightless bird with spindly legs anc 
'er, not much else' would have man 
aged to build, let alone use any of 
the aforementioned items. Anyway. 

Unlikely as it may seem, the chick- 
ens prospered and lived a happy exis- 
tence until, one year, the harvest 
failed — result: one planet full of 
hungry, angry poultry. Now things 
get silly here, with the chickens trav- 
elling out Into space and finding the 
'Peanut Planet' which they sow with 
the seeds of life. Several millions ot 
years later, the planet has, er.. 
evolyed and is replete with many 
species, including — naturally — mil- 
lions of chickens. The 'Space chick- 
ens' return to claim their harvest 
coercing the native chickens with 
promises of unlimited power. 

All would now be lost, save that 
Mr Nutz, the usual sort of Super 
Squirrel, is conveniently holidaying 
on Planet Peanut, and because he 
has already saved the universe a cou- 
ple of times before, he's been called 
on to rescue the planet. Quelle sur- 
prise, as the French might say. 

What this all boils down to is the 
tried-and-tested platform routine 
with four different worlds and a 
number of secret levels, bonus icons, 
power-ups, and (of course) dastardly 
chickens. I can tell that you're just 
dying to try out this 'new experience 
so I'll delay you no longer... 




REVIEW 




Ibove) In a revolutionary turn of events, Mr Nutz is able to curl up into a ball 
nd roll around the screen at high speed — not something we've seen before 
i a platform game. No. Unfortunately, as I've already mentioned, you never 
lally get to exploit the game's speed due to the huge number of spikes that 
irk at the bottom of the slopes. Oh great. 




ZELDA-TYPE BIT 

This top-down section pops up 
now and again to break up the 
platform action. Here's what you 
can expect to find. 



and hints 



0 





0 
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MASTER 2 



Simon Byron flaps his arms around in a 
rather peculiar manner as he tries to 
win some imaginary money with ESP's 
horse management sim. 



1 <23 MAR) 1st- £ 1618 
?f Maiden H'cap 




MAL UN AK 
GLENCROFT 
SKI CAPTAIN 
THE YOMPER 
BADIE 



6. MOFADOR 

7. CLASSIC STORM 

8. MYSTIKO 

9. SEA DEVIL 
19 . PETRACO 



You can choose to skip this part of the game but that's inadvisable because 
it's where what little excitement can be found. Right from the starter's pistol 
to the end of the race, the horses jostle for position, so you can never be 
sure which will win. 

Whenever a particularly the other gits in the team had 
specialised game arrives any interest in Stable Master 2. 
in our typically untidy And because I haven't yet mas- 
and disorganised office, it's usu- tered my delegation or assertive- 
ally handed out to someone with ness skills, I didn't have the 
a modicum of interest in the sub- heart to force anyone into some- 
ject matter. Matt's great for thing they didn't fancy. So here I 
reviewing Beard Simulators and am, writing about a horse-train- 
checking out the latest music ing simulator, when the closest 
packages. Andy's fab for enthus- I've come to a horse is watching 
ing about anything Welsh, so one pull a cartload of kiddies 
there aren't many games which along Blackpool beach in the 
lend themselves to his harsh Summer. On the telly. Or were 
treatment (but we do like to feed they donkeys? 
him the games requiring more But then again, I bet only a 
than an ounce of intelligence small percentage of the popula- 
because he's got a degree in tion has any experience of horse- 
Electronic Engineering, or so he training whatsoever, so perhaps 
claims). And 1 tell everyone I'm crap this is, after all, the most honest 
at everything in order to avoid way to approach this review. In 
work at all costs. fact, we planned it like this so 

Which is probably why I find that you, the kids, wouldn't be 
myself with this predicament, baffled by overly-complicated 
Unfortunately for me, neither of horsey terms. Yes, that's right. 

Harry lives on a farm, which is 
virtually the same as owning and 
racing his own horses, and we 
didn't ask him to review the 
game, did we? No, but that's 
mainly because we didn't think 
of it at the time. Damn. Roll on 
Stable Master 3, then. 

HOW TO GET STABLE MASTER 2 
Send a cheque or postal order 
for £24.95, made payable to 
ESP software, to: 32a 
Southchurch St, Southend-on- 
sea, Essex SS1 2ND. 
Alternatively, call the credit 
card hotline on (0702) 600557. 




If you don't fancy your own horse's 
chance then there's always the 
opportunity to bet on someone 
else's. But If you can't be bothered to 
study form and all that rubbish then 
you can pay one of these three 

geezers 600 quid for a red-hot tip. 
^b. Alternatively, chuck them £300 
m and they'll tell you which horse 
'r^M they think will win. 



Publisher: ESP SoftWi 
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as complicated as It could be, so 
even I got a moderate amount of 
enjoyment out of It. In fact, for the 
first few races I was becoming 
quite excited as the tiny horse 
sprites battled it out for first, sec- 
ond and third places. I even 
became surprisingly cheerful when 
a long-shot bet paid off, netting 
me over 50 thousand pounds and 
rescuing me from the claws of 
bankruptcy. The heady world of 
horse racing seemed like an exhila- 
rating place to be. Unfortunately, 
though, after about half an hour 
Stable Master 2's major problem 
was exposed — it's ultimately 
yawn-inducing. The lack of decent 
options, although welcome at first, 
restricts what you can and cannot 
do to such an extent that every- 
thing soon becomes boring. Some 
kind of variety would have helped 
— as It stands, every race is' con- 
tested over a dull brown course 
and the lack of any sound during 
what is supposed to be the most 
exciting part of the game certainly 
doesn't generate a tense, electric 
atmosphere. Where are the crowd 
noises, the thundering hooves churn- 
ing up the turf? And, of course, the 
gambling aspect is soon offset by the 
fact that the money isn't real, so there's never any 
worry. Okay, you could argue that all management 
games are purely imaginary, but you can't compare 
skillfully guiding a football team of your choice to the 
top of the Premier League by a process of careful 
training, squad selection and luck, with the rather 
uninspiring prospect of watching one of your sprites 
pass a post first. For the real excitement of gambling, 
it's best to use your own money and if this is your poi- 
son then one of ESP's tipster programs could be right 
up your street. But you're really interested in this kind 
of game, you can pick up some surprisingly entertain- 
ing ones from a decent PD library. 
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As much as I hate sexual 
stereotyping. I think it's fair 
to say that 99 percent of all 
boys like helicopters with big guns 
(apart from Harry — who prefers 
biplanes — but that's only because 
he's old). Although some argue that 
fast cars are substitutions for other, 
ahem, inadequacies, I'm sure that 
even your typical Capri-owning 'lad' 
would prefer to spend Saturday 
nights racing around the town centre 
with his elbow sticking out the win- 
dow of an Apache Gunship instead of 
a clapped-out old Ford. They'd even 
be able to say "Fancy a lift home, 
darlin'?" and mean it. 

Boys also like guns — the bigger 
the weapon, the more masculine the 
bloke carrying It. Even if you're the 
spottiest twerp in the playground, 
no-one's going to call you 'acne-cus- 
tard-face-trousers' if you've got a 
huge gun in your satchel, are they? 
Got no girlfriend? Then arm yourself 
with an Uzi — you'll feel much better, 
and that's a fact. Everybody knows 
the only reason Saddam Hussein tried 
to erect a gun two miles long is 
because the blokes down the pub 
called him a pufta. 

So if you're attempting to create 
the perfect Boys' Game then a big 
helicopter with a variety of weapons 
is essential. But for added appeal you 
could trying mixing in a host of 
astonishingly-large explosions (cou- 
pled with equally-impressive sound 
effects, of course) and millions of tiny 
men who die screaming when you 
pepper them with bullets. As a final 
touch you could call the game some- 
thing trouser-throbbingly hard, like 
'Death Massacre in the Jungle', but 
that's an optional extra. 

Apocalypse, then, is unashamedly 
a Boys' Game. It was originally 
announced way back in September 
1991, with its release pencilled-in for 
Spring the following year. However, 
the game has been plagued by prob- 
lems (I won't bore you with the 
details, mainly because I'm not 
quite sure of them myself) and at 



one stage was about to be dropped 
altogether. During the two-and-a-harf 
years of its development, the code 
and concept were shunted between 
at least three development teams, 
ending up at Miracle Games who had 
the unenviable task of tying all the 
lose-ends together and coming-up 
with something coherent. 

But before we move on. let's talk 
about the plot: It's Choplifter. Okay? 






This huge gun is one of the major 
problems you encounter during trw 
first mission. You won't know 
where it is at first but it has such a 
long range that it can almost pick 
you off from your starting positior- 
The best tactic is to take-off strait 
away and hug the ground until you 
can manoeuvre yourself underneat 
the offensive weapon. It can't hit 
you from here, so take your time 
and attack with everything. 



Picking off enemy soldiers one-by-one has a kin* 
of disgusting appeal and you'll often find your- 
self cheering sadistically as you shoot an enemy 
soldier in the back as he's running for his life. 
Occasionally, these men will fire back at you 
with their rocket launchers but if you attack 
them with long sweeping runs from left to right 
then they don't stand a chance of hitting you. 

(fie/ow)ln true Choplifter style, you have to res- 
cue a number of friendly troops and deposit 
them back at base. If you accidentally shoot one 
of your allies, then you'll need to pick up the 
medical team from the tent on the right and fly 
them to the wounded grunts. They'll rush out 
with a stretcher and carefully lift the friendly 
fire victim to the relative safety of the chopper 
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Most of the prisoners (wearing white 
uniforms) are locked away in the 
many huts scattered throughout the 
level, so you need to free them using 
your machine gun. If there are any 
friendly troops inside then they'll 
start to run towards the nearest solid 
ground where you can park the heli- 
copter and airlift them back to the 
base. However, some h*its housa * 
nasty gTeen^oldiers wM run out an 
attack your 



{Below) You see that huge ball of 
flames? That used to be me. until 
decided to show off and fly into the 
ground. You can land on any solid 
piece of land as long as you descend 
straight down in a horizontal position 
and not with your nose or tail first. 
Strangely, you can fly 'up' through 
platforms at any angle you want. 




The fifth and final level is very 
similar to the old 8bit classic Airwolf. 
It takes place in a ruined temple filled 
with dead-ends and narrow passageways down 
which the enemy is holding a key hostage. Unfortu- 
nately, there are also about a billion hostile 
troops running around the place which makes 
spotting the hostages a particularly trouble- 
some task. By the way, if you touch the 
walls you lose a life. Okay? 



Yes, yes, yes — this is what we want! 
By selecting homing missiles you 
can take out any enemy helicopters 
with a quick tap on the fire button. * 
These lock on to moving targets 
including tanks and jeeps and will ruth- 
lessly hunt down anything and destroy 
it instantly. The best thing of all is the 
fact that the bad guys don't have any- 
thing this powerful. Marvellous. 

In Apocalypse everything that moves can 
be converted into a flaming wreck with 
relative ease (as long as as you manage 
to avoid any returning fire, that is) but 
unfortunately you can't set up impres- 
sive chain-reactions and take out 
whole areas with one missile. 
Shame that. I like big 
bangs, me. n 





{Below) Woah-scary! As soon as the second mission begins you're attacked by 
an enemy chopper which looks suspiciously like you. Cynics would suggest 
that the programmers have merely duplicated your helicopter to conserve 
memory, but that's not the case — the enemy has obviously infiltrated your 
camp and stolen the helicopter plans. Or something like that, anyway. 
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REVIEW 




(Left) Your helicopter has a very limited amount of special weapons such as 
homing missiles, rockets and mines, which are set-off by tapping the fire but 
ton twice. You can change the weapon in use by hitting the space-bar (which 
also pauses the game) and using the joystick to highlight your choice. The 
amount of weapons you've got left is displayed above each icon. 

Although you can't see It 
very clearly here, I am in 
fact massacring lots of tiny 
people. As you shoot the 
small, defenceless beings, 
their bodies fly into the air 
emitting a cacophony of 
screams as they gulp their 
last breaths. Sadly, the 
corpses disappear after a 
brief period of time so you 
can't return to the scene of 
senseless carnage for a 
nice gloat. 




{Below) Helicopters attack from both 
directions and will either concentrate 
on frying your troops while you 
attempt to rescue them, or blast you 
from the skies using their big guns. 
It's not all doom and gloom, though, 
because they can't ram you, which 
means that whenever they appear 
you can manoeuvre yourself behind 
them (by flying through them if nec- 
essary) and shoot their bottoms off. 
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{Right): Stupidly, some of the troops 
think that the taller you are, the 
harder you are, which, as we know, is 
wrong. But by congregating in large 
numbers they do present a real threat 
because you can't take them all out 
at the same time. The best tactic Is to 
locate these towers and make 
quick dashes from left to right, 
firing all the time. 



1)1) 
1)1) 




REVIEW 





(Above) Additional weapons are 
dropped in on parachutes which can 
be collected by flying into them. 
Although these supplies are meant to 
appear randomly, for some reason 
more are dropped to the right of the 
levels, so if you're ever in dire need of 
seekers, or mines, then that's a good 
place to look. You need to pick up the 
parachutes before they disappear off 
the bottom of the screen into the 
dense jungle below. 




(Above) The objective of the 
third mission is to rescue at least 
seven imprisoned scientists who are 
being held hostage on this huge destroyer 
Unfortunately, you're not told where they 
are, so you need to work out a strategy 
before you start blowing the boat to 
bits. Locating the scientists is only 
the beginning of your worries. The 
bad guys tend to stick close to 
the hostages and if you kill 
more than three POWs the 
mission is over. Sharp shoot- 
ing is what's called for here. 

{Below) The first mission requires the 
murdering of a radio operator to stop 
him from informing the enemy chop- 
pers exactly where you're picking up 
the POWs. Failing to destroy this 
sneaky creep will mean that as soon as 
you set down your helicopter you'll be 
attacked on the ground, often result 
ing in heavy allied casualties. 
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I THE VERDICT 

On paper. Apocalypse's bad points far 
outweigh the good ones, but for some 
reason it manages to keep you playing 
for far longer than it should. After 
extensive research, I've managed to 
pinpoint why this is. Firstly, there's 
nothing more gratifying than killing 
enemy soldiers with a huge machine 
gun and watching them die quite hor- 
ribly, and Apocalypse gives you ample 
opportunity to indulge in this Immoral T 
pastime. Secondly, I reckon it's virtual- 
ly impossible for a competent develop- 
ment team to do a Choplifter clone 
badly. And thirdly, it's a real challenge. 
Although Apocalypse does its best to 
put you off from the start with what | p l A YJH 1 L I T Y^ 
appear to be unfairly-tough enemy 
attack patterns, with perseverance It's 
apparent that everything happens for | IHSTABILITY 
a reason. Prioritise your targets cor- 
rectly and things soon become much 
simpler and It's this element of the 
game which is the most rewarding. 
Games such as Desert Strike and Gun- 
ship 2000 have managed to duplicate 
the pros and cons of helicopters in com- 
bat remarkable accuracy and fortunately 
Apocalypse is just as successful. You may have an awesome 
amount of weapons at your disposal but if you fly headfirst 
into crowd of enemy gunners then you won't stand a 
chance. Unfortunately the fact that there are only five mis- 
sions has meant that the programmers have opted against 
including a password facility. I can usually reach level three 
after half an hour's play but I've yet to complete it, and hav- 
ing to play through the first two over and over again is 
beginning to become a chore. In an ideal world. Apocalypse 
would have come with twice as many missions and a pass- 
word facility, making it a game I'd have no hesitation rec- 
ommending. As it stands, what's there is excellent but you 
may become bored with the first two missions before you 
get the most out of It. 



Sadly, you need to fiddle around with the boot 
options to get Apocalypse working properly on 
an A1200, which is inexcusable nowadays. A 
C032 version is not on the cards, or on Virgin's 
release schedule. 



I 79% 
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UPDA 



Welcome once again 
to the part of the 
magazine where 
Simon Byron, Andy 
Nuttall and Matt 
Broughton try to 
think of things to say 
about old games with 
one or two so-called 
enhancements. Great 
or what? 



DONK CD32 
Supervision 
£29.99 

David Upchurch was the lad who 
looked at Donk back in our Novem- 
ber '93 issue, and rewarded its 
efforts with a fair 80%. It's back 
again, only this time boasting all the 
trimmings that the CD32 allows. 

And what exactly can you expect? 
Well, not only do you get the obvi- 
ous graphic and sonic extras, but 
you also receive completely re- 
designed levels, devoid of the bot- 
tomless pits and annoying dead- 
ends that plagued the original . 

The game also now features a 
slightly tweaked two player split- 
screen game, where you can play as 
either Donk himself or a new friend 
called Judo Juggs (there was a girl 
at my school with that nickname! — 
Simon.). This basically means that 




rather than looking at two Donks 
running around, you now know 
which one you're meant to be. How 
very groovy. 

Unfortunately, the game still suf- 
fers from being a rather average 
'jump around platforms and collect 
diamonds' affair, and though boast- 



ing an impressive 112 levels, still 
lacks that 'certain something' as 
David pointed out so wonderfully. 

The programmers have also made 
the mistake of adding lots of 'little 
extras' such as before-, between- 
and after-level animations, which 
add nothing and do more damage 



than good because you can't skip 
them. Dullsville, Yawntucky. 

I didn't actually rate Donk as high- 
ly as David did, and to be quite hon- 
est with you, this gives me no more 
joy than the original. [MB] 

OVERALL: 77% 




CUN5HIP 2000 

MicroProse 

£29.99 

At last, Simon's fave game ever 
makes it to CD32 — but he's 
swanned off with some PR girlie 
today, so I get to review it instead. 
Unlucky, mate, but there you go. 

I do feel lucky, actually, because 
Gunship 2000's such a great game. I 

)love MicroProse, almost as much 
as Matt loves Bubba 'n' Stix in 
that special way and Gunship 



2000 is easily their best game ever. 
What's it about? Helicopters, of 
course, and stonking big ones at 
that. Apaches, Commanches, er, and 
some other ones — they're large, 
they're tough, and they're damned 
excellent to fly. 

Heck, if you're a propeller-head 
when it comes to flight sims, there's 
enough technical info and attention- 
to-detail in here to keep you holed 
up for days. Personally, I like to load 
up and go, and Gunship 2000 suits 
me just fine. 




The CD32 
version has 256 
colours, which 
makes it pleas- 
ing to the eye, 
but thankfully 
the increase in, 
colours doesn't 
slow-up the 

gameplay. Sadly, the game is let 
down by not supporting a mouse: 
joypad, yes; joystick, yes; keyboard, 
yes; mouse, no. Strange. 

Apart from the extra colours, the 
main additions over the original are 
an excellent rendered intro anima- 



tion, and a range of CD-quality 
soundtracks, which (gasp!) you can 
even play separately from the game. 
Impressed? You bet — I nearly 
bought a CD32. [AN] 

OVERALL 91% 



UPDATES—UPDATE 




ZOOL 2 A1200 
Gremlin £25.99 

I'm confused. I know I'm not the 
most technically-minded bloke in 
the world but I was under the 
impression that the mathematic 
equation 'Ordinary Game + A1200 
= Good Game' could be proved time 
and again. Out of all the A1 200 ver- 
sions we've had to review, the only 
game that has singularly failed to 
impress has been Zoo/, which has 
had its platform action ruined by the 
introduction of garish and intrusive 
backgrounds, which can serve no 
useful purpose other than to 
increase sales of Anadin. 

While Zoo/ 2 A1 200 was loading 
up, I felt confident that Gremlin 
wouldn't let me down a second 
time. Every reviewer moaned about 
the awful parallax Zoo/ A1200 was 
born with, so surely the Sheffield- 
based software publishers wouldn't 
make the same mistake twice. 
Would they? Er... 

Kind of. You see, although the 
parallax isn't quite as imposing as 
the first version's, its introduction 
has resulted in one, um, 'slight' 
problem: it's now SLOWER THAN 
THE BLOODY A500 VERSION! I ! 

Now I know the original version 
slowed down occasionally, but this 
'enhanced' release pushes its luck 
somewhat. Every time you perform 
a spinning leap through either a 
baddie- or bonus-infested area, the 
screen jerks uncontrollably as the 
program struggles to keep up. Why 
does Gremlin think that a slower 
game — albeit with added parallax 
— is better than the standard 16bit 
version? You buy a piece of software 
to play with, not look at. 

My advice to any A1 200 owner is 
to pass this one by and be content 
the the A500/600 version. Although 
it isn't as attractive as this release, 
it's a damn sight more playable. [S8] 
OVERALL: 63% 





COPPER DINGLE... 

...is just one of the stupid phrases that can be made from the letters 
CD. It's also got something to do with standard games made available 
on the CD32. What exactly that something is, I've yet to discover. Sorry. 



BUBBA 'N' STIX 
Core £29.99 

GO...AND...BUY...THIS. The end (A 
Matt Broughton Completely 
Biased Opinion Production ©1994) 
Sorry about that, it's just that I 
was supposed to have a quick look 
at this updated version, and 
ended up spending two hours 
'remembering' how brilliant it 
was... er, is! Simon actually rolled 



thing-napped, when the spaceship 
crashes, marooning Bubba on a strange 
planet with no apparent way home. 
That is, until he meets Stix. 

Stix is a rather special alien possess- 
ing a certain 'stickiness' which other 
aliens lack. Their friendship leads to 
tons of puzzle-based platform fun, as 
you (Bubba) use Stix in as many ways 
as possible; as a baseball bat, a snorkel, 
a level, a snooker cue (no, I'm not jok- 
ing) and many many more! 

This CD update features a gorgeous 
animated intro, tons of new CD quali- 
ty music tracks (though I'm a bit upset 
that the original groove has gone), as 
well as more sampled noises (some of 
which are very funny, not to mention a 
bit suspect). 

This really is a stonking game, and I 
recommend it to everyone without hes- 
itation. I'm in love. 1MB) 

OVERALL: 92% 



this game lovingly around his 
tongue in a four page review back 
in the January issue — but in case 
you don't know the story — here 
it is again. Bubba is an innocent 
lad who has been 'stolen' by a col- 
lector of universal species. He 
finds himself on a huge alien ves- 
sel, surrounded by strange beings 
who have been similarly um... 






DISPOSABLE HERO CD32 
Gremlin 

Disposable Hero did pretty well 
when it appeared and although it's 
not exactly a classic, it is definitely 
one of tho better horizontal shoot- 
'em-ups on offer. CD32 owners are 
now also able to enjoy all the 
violence, as D-Hero makes its way 
onto CD. I don't find games like 
this as easy to control with the 
joypad , but if you're used to them 
anyway it's not going to cause you 
a problem. A jolly good bash to be 
sure. [MB] 

OVERALL: 81% 




UPDATES...UPDATI 



GLOBAL EFFECT 

MILLENNIUM 

£29.99 

Hmmm. Global Effect. The definitive, 
killer CD32 product, or pointless con- 
version of a dated game? One 
thing's for sure: it feels weird play- 
ing it again, because since its origi- 
nal release we've been treated to the 
likes of Dune 2, K240, Genesia and 
The Settlers and we're waiting for 
the release of Sim City 2000 with 
bated breath. In short, it's out of 
date, and its CD32 release has come 
as something of a damp squib. 

In Global, you're given three dif- 
ferent missions to have a crack at: 
create a world, save the world, or 
rule the world; and although your 
tasks are similar for each scenario, 
you need to orientate them towards 
the chosen goal. In a typical Sim City 
setting, you're assigned a large 
patch of territory which you can use 
to build things on. Coal mines, 
power stations, cities, farms, sewage 
works, water treatment plants — 
hey, you can even plant some trees 
(if you're that way inclined). 

To be fair, the whole Global con- 
cept has slightly more down-to- 
earth connotations than mining 
spice on Dune, or knocking about on 
asteroids in K240, so from a "protect 
the earth" standpoint it should be 
applauded. But, when it comes 
down to it, do you want a reality 
simulator, or a fun game? 

It's a slow game, but an accurate 
world-builder which is capable of 
teaching you a lot about economics. 
There's no real advantage to having 
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it on CD32, apart from a bit of music 
and the obvious lack of floppy disks. 
A few extra colours, a bit of animat- 
ed graphics and some extra in-game 
sound effects would have made all 
the difference, and brought Global 
Effect bang up-to-date. [AN] 

Overall 70% 







THE CHAOS ENGINE CD32 

£29.99 

Renegade. 

The Chaos Engine is one of my 
favourite blasters, so it was with 
some trepidation that I approached 
this CD32 Update, what with the 
A1200 experience that is Zool 2. 
Thankfully, Renegade has avoided 
the pitfalls highlighted by Gremlin 
and. as such, this version of the 
Bitmap Brothers' classic is the best 
yet. And that's completely true. 

In The Chaos Engine, you have to 
guide an heroic soldier through five 
levels of Gaunf/et-ish action in an 
effort to destroy the eponymous 
machine. You are always assisted bv 
either a computer- or human-con- 
trolled partner, but that doesn't 
make the task any easier — there 
are five huge worlds to blast 
through, and each is filled with hun- 
dreds of evil mutants intent on your 
total destruction. 

Although on the surface the 
game may not sound like anything 
special, its appeal lies in the clever- 
ly-designed set-pieces and puzzles 



constantly thrown at the two 
heroes. The adventure is structured 
in such a way that you're forced 
along a set route, with new areas 
only accessible on completion of 
other tasks, so the brain is taxed 
almost as much as the trigger finger. 

Matt mentioned the A1200 ver- 
sion's 'super-duper' graphics (which 
translated into English means '256 
colours' — I must remember to have 
a chat with him about his English) 
when he reviewed it back in January 
and this CD32 Update has equally, 
er, 'super' and 'duper' visuals large- 
ly because they are the same ones. 
But specific to this version is the ani- 
mated intro (accompanied by a dra- 
matic voice-over) which outlines the 
events preceding the game. 
Although this isn't as impressive as 




UPDATES—UPDATES 



PREMIERE 
Corkers £14.99 

If you're expecting a Bubba 'n' Stix- 
style love letter then I'm sorry to dis- 
appoint you. It's not that Premier is 
a bad game — because it isnt — it's 
just that there are absolutely no dif- 
ferences between this and the flop- 
py versions. Except, ahem, the price, 
of course. 

Anyway, you play the part of a 
young film editor whose film has 
been nicked from the cutting room 
floor the night before an important 
premiere. By journeying into several 
different levels, based around spe- 
cific types of films, it's your job to 
retrieve the film canisters and all 
that kind of stuff. 

The major difference between this 
and the many other platformers is 
the exquisite presentation. The 
graphics are nothing short of bril- 
liant and everything animates per- 
fectly, conveying the slapstick tom- 
foolery with remarkable ease. Apart 
from that, it's standard platforming 
action all the way. 

OVERALL: 73% 




the intros found in Liberation, or 
Microcosm, it suits the mood per- 
fectly and is a welcome inclusion. 

Some of the music has been re- 
recorded and is quite superb — in 
fact, I've been listening to some of 
it on my CD player, but don't tell 
anyone because it's a bit sad. There 
are also some additional sound 
effects pulled from the CD and 
dropped throughout the game 
which weren't in the previous ver- 
sions. Thankfully, Renegade decided 
to keep the in-game themes as they 
were in order to retain the amazing 
interactive soundtrack which 
changes to suit the action. 

To be honest with you, I'd almost 
forgotten how brilliant this game is, 
and it's certainly been the cause of 
many late nights here at the office, 
even though I've already completed 
it in its A500 incarnation. If you're 
new to the Amiga scene then don't 
hesitate to snap this up. It's tough, 
it's taxing and it'll give you blisters, 
but at the end of the day it's fun. 
And that, after all, is what games are 
about. [SB] 

OVERALL: 92% 



TEAM 17 DO THE 32! 

Team 17 has swaggered into the playground that is CD32 with a very special bag of conkers indeed. Pop 
down to your local games emporium and you'll find some gorgeous games with gorgeous names, bumped 
together on special two game disks. Though enhanced in no way. these are all top titles and well worth a quick 
butcher's. Kumbaya my lord. Kumbaya. 




PROJECT X / F17 
CHALLENGE 
Team 17 £14.99 

Need I say more? Project X was, and 
still is, phenomenally bloody good. 
Still holding its own as the best 
shoot-'em-up available on the 



Amiga, this really needs no further 
comment. Therefore.. .THE END. 

FT 7 Challenge was, and still is, 
phenomenally quite okay. Still not 
holding its own as the best shoot- 
'em-up available on the Amiga, this 
needs further comment. There- 
fore... It's a racing game. Okay? 



Both these games are well above 
average and to be quite honest, 
you'd have to be mad not to want 
them in your collection — if they're 
not already there. Which is unlike- 
ly. Unless of course you've never 
seen an Amiga before today. (MB] 
OVERALL: 83% 




ALIEN BREED SPECIAL 

EDITION / 

QUAK 

Team 17 £14.99 

I personally think that the first Alien 
Breed was much better than its suc- 
cessor, but that's neither here nor 
there as far as this page is con- 
cerned, because AB1 is the only one 
on offer. A brilliant game by all 
accounts, and doubly so with two 
players, it should also be noted that 
this is the Special Edition rather than 
the original, and therefore, even 
more brilliant. Yes, I like it. 

I reviewed Quak a fair old number 
of months back, but it still remains 
close to my Amiga for those occa- 
sional silly moments. It's another 
game which really blossoms with 
two players, but has all the splendid 
charms of a Bubble Bobble beater at 
the best of times. This double-pack 
is a fab package just waiting for all 
you to be snaffled up. 1MB] 

OVERALL: 92% 
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Now there is a very different magazine for the dedicated 
games player. 

A magazine that commits to reviewing every new game and rating it. 

A magazine that examines all the new hardware and tells you w hether to buy or 
wait. 

A magazine that is 100% independent and cares only about you getting the best out 
of today's games. 



The only magazine that has understood w hat gamers want for the last 12 years. 
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It's Computer and Video 
3ames... 

...but like you've 
never seen it before! 
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Budg r budge, budgety, budge! More and more, comes throught our door. It hits the floor, 
and we go...er...Cwor! We realise the poetry isn't up to much, but Matt, Simes and Andy 
sure know how to review budget software. Look... 



AAiG-29 

The Hit Squad - £14.99 





When Domark decided to go up, up and away, it opted to side with the 
Russians. With MicroProse fighting for Uncle Sam, with the likes of Ocean 
and EA at their side, the Putney boys plumped for Soviet MiG 29s — and it 
wasn't a bad choice. Most flight sims are much-of-a-muchness. There's only 
so many flaps to be wiggled before a game becomes swamped and over 
complex, and it normally falls to the scenario and missions to save the day. 
However whilst MiG may indeed try something different by siding with the 
Ivans, the gameplay and missions are nothing we haven't seen before. 

In terms of screen update and polygons, MiG's OK. The backdrops are a 
little sparse, and the screen often slows down if things get a little hectic, 
but the usual array of views and frills 
are there — just a little bit dated 
now. And there lies the crux of MiG's 
problem, M'lud: it doesn't break any 
new ground. Whenever Microprose 
unleashes a new sim, you can bank 
on it being really fast or really 
detailed. MiG is neither. It's a little 
too complex to be a Thunderhawk- 
style blast, and there aren't enough 
keys to take it into F-19's league. 

Sim buffs aren't exactly strapped 
for decent games. Most of Micro- 
Prose's back catalogue has started 
appearing in cut-price forms, and 
Core's Thunderhawk is an excellent 
buy at a tenner. As such, MiG suffers 
from the same problems it had as a 
full-price title, and will probably be 
just as ignored this time. Ocean's 
budget label has thrown up some 
excellent rereleases in the last few 
months, but MiG-29 is as out- 
dated as the plane it's based on. 




mo 



EYE OF THE 
BEHOLDER II 

KIXX XL - £16.99 
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With the original Eye Of 
The Beholder recently 
released at a budget 
price, US Gold has wast- 
ed absolutely no time in 
whisking the sequel on 
to our shelves. Eye Of 
The Beholder II is every- 
thing a sequel should 
be: it's bigger, the 
graphics are far better 
than its predecessor, 
and it offers deeper 
gameplay. In addition, 
there's a larger variety 
of monsters, a larger 
mission, and more spells 
to cast than most RPGs 
could dream of — and if 
that's not the perfect 
sequel, I don't know 
what is! The original 
icon system has been 
tarted-up too, and the 
party of adventurers is 
every bit as easy to con- 
trol as they were first 
time round. 

Plot-wise, we're in 
familiar territory. An evil 
demon has stricken 
another world with 
plague, famine, death 
etc. As such, it's up to 

you to recruit a series of spell-casting and axe-wielding pals to go 
and sort him out. Blah, blah, blah. Yep, it's nothing we haven't 
heard before, but Eye Of The Beholder ll's presentation and content 
lifts it way above the likes of Black Crypt. Developer, SSI, has taken 
the best bits of every other RPG on the market, and the result is a 
hotch-potch with bits of Dungeon Master, Dungeon Quest and the 
Ultima series stirred in. 

At a meagre seventeen quid, you really can't go wrong with Eye 
Of The Beholder ft. Its complexity may put the casual RPG fan off, 
but perseverance brings its own rewards and the missions which 
lay ahead will have you banging your head against the walls as you 
explore the labyrinthlan levels. Budget games are a brilliant way of 
picking up classics you may have missed first time round. If that was 
the case with Eye //, then rectify it immediately. 





UTOPIA 
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At a time when Sim City had everyone rebuilding London and when Pop- 
ulous had introduced the world to the newly-christened 'God Game', Grem- 
lin was typically quick to spot a nice bandwagon and leap aboard and it 
managed to combine the best aspects of both in Utopia. Set in the dis- 
tant future, man has started the colonisation of far off worlds and is in the 
process of building cities, factories and mines. Unsurprisingly, these incur- 
sions have put the local aliens' noses (if they do indeed have such 
appendages) out of joint, so not only does the player have to fight for 
existence, they also have to ensure cities can fend off any alien attacks — 
it's no picnic being an inter-galactic settler, you know. 

While Populous may indeed be the grandaddy of 
God games, for me Utopia is the better product. 
Building a city, expanding its infrastructure and devel- 
oping its resources is far more interesting than being 
a 'mere 1 deity, and the alien attacks and weird build- 
ings you can create in Utopia make it visually more 
appealing than the Maxis game. As has become the 
norm in the genre, the creation of your site is effect- 
ed via a selection of options located adjacent to the 
main play area. The moon surface itself is seen from 
a weird isometric viewpoint, but the graphics are far 
more detailed than those of any of its kind — with 
some of the weirdest alien ships and buildings this 
side of Blakes 7 (ask yer Dad). 

For a paltry Ayrton, Utopia is a real steal. It offers 
instant gratification thanks to its easy-to-suss icons, 
and there's more than enough depth here to keep 
most people glued to the screen. I seem to remem- 
ber Utopia didn't do that well first time round. Make 
sure it does this time... 




JIMMY WHITE'S 

WHIRLWIND 

SNOOKER 

THE HIT SQUAD - £14.99 

"I'm gonna be snookering you, snookering you tonight — Big Break*." 
Ah yes, Saturday night entertainment at its very best. Jim Davison 
and John Virgo's verbal sparring and tricky blend of snooker and triv- 
ia keeps millions entertained — still, there's no accounting for taste... 

Snooker is a game that ordinarily isn't worth converting to a com- 
puter system. After all, in the past, attempts to convey the the real 
thing accurately has necessitated boring bird's-eye-viewed tables, 
with tiny balls spanging all over the shop after a prod from the invis- 
ible cue. It took veteran coder Archer Maclea, to revolutionise things 
and. somewhere along the line, he has managed to create a snook- 
er game which is every bit as fun to play as the real thing. 

The key to Whirlwind Snooker's success is its complete control- 
lability and numerous views. Gone are the tiny tables and lOOmph 
balls of old — instead. Archer gives us a polygon-based table which 
can be viewed from virtually any angle imaginable, and icons which 
allow the player to tailor every aspect of their shots. Side spin, top 
spin, trick shots: all are possible via the game's many icons, and even 
innocuous touches, such as chalking the cue, make a difference to 
the way the game plays. 

In addition to the realistic controls and views, Archer has also 
added a little variety to the proceedings in the form of trick shots, 
and four computer-controlled opponents — ranging from Stevie 
Wonder to the licensed hero himself — Jimmy White. I really cannot 
stress just how good this game is. Even now, some two years after 
its original release, Snooker is absorbing, easy to pick up and fun 
to play. It also offers something a little different, and that in itself 
means that it is well worth a look. 
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SLEEPWALKER 

THE HIT SQUAD - £9.99 



Originally released to tie-in with oh-so- 
worthy charity Comic Relief, the tie-in 
proved to be Sleepwalker's only plus 
point. A young somnambulist wanders 
aimlessly across a series of danger-filled 
forests and housing estates just waiting 
to come a cropper at the hands of ghosts 
or similar baddies. Thankfully, he is helped 
through the night by a cutesy dog who 
can redirect the hero, bridge any gaps, distract the bad guys (coming a 
cropper himself), or punting him up the backside to a higher ledge. 

As far as premise goes. Sleepwalker is as sound as a pound. Sadly, real- 
ity is a lot duller. Whilst exploring the levels and getting to grips with the 
dog's plentiful capabilities is initially very entertaining, the game itself is a 
plodding affair which never really sets the pulses racing. Due to the slow- 
stepping hero, the player is given plenty of time to work out what is need- 
ed of the dog, so little immediate thought or puzzle-solving is required. 
This is an area where Lemmings excels as the player is forced to think on 
his feet and experimentation is of the essence, but with Sleepwalker the 
puzzles are so obvious that you can see them getting on a bus several stops 
away. 

Every other aspect of Sleepwalker is fine. The sprites are nice and large, 
and the dog is well animated with plenty of available moves. In addition, 
the backdrops are equally impressive, with plenty of colour throughout 
— with the forest/jungle level deserving special praise. Oh yes, and just to 
warrant the Comic Relief tag from first time round, Lenny Henry provides 
the samples which interrupt the otherwise dismal sound. In all, Sleepwalker 
falls into that tired old category of a superb idea let down by sloppy imple- 
mentation. If things had been speeded up a little everything would have 
been fine. But it hasn't, so it isn't. 'Nuff 
said mate... 
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AWARD WINNERS 

EMPIRE - £35.99 

I've got to say, this is an absolutely stunning compilation. For a start, 
it has got the best Amiga game of all time on it — Renegade's stun- 
ning Sensible Soccer — and is backed up by the likes of Elite Plus, 
Jimmy White's Whirlwind Snooker, and Zoo/. In fact, Gremlin's 'Ninja 
From The Nth Dimension' is the weakest link in this package, but 
even that is far from terrible. 

Sensi is quite simply brilliant. I'm not saying any more. Anyone 
who reads The One regularly will know how highly we rate this 
game. Jimmy White is detailed elsewhere, so we won't bother about 
that one, which brings us to what was once billed as 'The Came Of 
A Lifetime' — Elite, or to be precise, Elite Plus. David Braben's epic 
space opera may have been superseded by Frontier, but Elite is still 
as fresh as a cosmic daisy. Starting on planet Lathe, the player begins 
as a rookie trader out to earn a packet by whatever means and hop- 
ing to earn the 'Elite' label along the way. In the beginning your 
missions are simply gun-running or swappsie jobs, but as the cred- 
its roll in you can arm your Manta ship with better lasers and 
engines, or buy more expensive stock for even more profit. Elite Plus 
basically features smoother graphics than the original Amiga game, 
but the basic game has remained the same - ie. brilliant. A true and 
unadulterated classic. 

Oh yeah, and then there's Zoo/. Personally. I think the little 'Ninja 
From, etc, etc' is a second-rate Sonic stuck in a frustrating platformer, 
but the company he's keeping in the compilation is exceptional, so 
we'll let him off. If you're a newcomer to the Amiga, or missed out 
on two of these, ensure you get 

Award Winners now. If s the best # 94%> 
compilation I've seen in ages. 
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CAR-VUP - 

CORKERS - 

£9.99 

Every time we get a Core re-release in, it's 
a case of "hey, remember that classic 
coin-op..." Well, Car-Vup's no different, 
as Derby's wunderkinds revamp the Amidar arcade game. For those of 
you still in pampers in 1983, Amidar starred a gorilla who was left to run 
around a grid whilst avoiding a stream of pursuing nasties. As he ran, a 
trail of paint was left behind and when he covered the entire grid, the 
meanies were killed and the next stage appeared. Car-Vup, however, 
replaces the simian sprite with a Chugaboom-style car and the overhead 
view is replaced by a series of horizontally-scrolling stages. 

Using just three controls — turn left, turn right, and jump (the car auto- 
matically rolls in the direction it is facing) — the player guides the little 
motor across themed worlds containing ghosts, building site hazards and 
all the platform game cliches you care to recall — all of which kill on con- 
tact. The basic painting task remains the same, with the assorted girders 
and ledges changing colours as the vehicle passes over them, but — wa- 
hey. this is the 90s after all — a series of power-ups make things a little 
easier. Guns and higher jumps are just two of the goodies available, and 
these will prove particularly useful in the extremely taxing later stages. 

Whilst there's no disputing that Car-Vup is an eminently playable little 
platformer, its failings lie in its simplicity. There's only so much fun that 
can be gleamed out of rolling left to right, and once mastery of timing 
jumps is achieved the game's appeal wanes even further. Similarly, despite 
the change in backdrop graphics, there's a severe lack of variety and the 
repetitive nature of the gameplay fails to add any need to progress. At the 
time of release Car-Vup was a neat and undemanding game. Sadly, we 
have come to expect more from our games these days, and even for an 
tenner Car-Vup is little more than a ^m—™™™™™ 
playable distraction. 





5 Copies of Championship 
Manager Limited Edition 
Double Pack. 

Courtesy of Domark. 

Anyone who has even a passing interest in football will no doubt be 
sick of the words 'United' and 'Manchester' (unless of course they 
support them). For the past six months or so, the boys from Old Traf- 
ford have been building up a considerable lead at the top of the Pre- 
mier League and at the time of going to press look certain to clinch 
the title, even if they lost to a tactically superior (Harry Insisted on 
that bit — Simon.) Aston Villa in the Coca Cola Cup final. 

So how has Alex Ferguson managed to create such a — and I hate 
saying this, believe me — formidable side? Well, because it proba- 
bly hasn't got anything to do with naturaF talent, the chances are he's 
been practising with one of Domark's fantastic Championship Man- 
ager games. Coded by Intelek, it simulates the heady world of foot- 
ball management more successfully than other-piece of software. 

But the trouble with football management games is they become 
out-of-date fairly rapidly. It's all very well having a brilliantly-written 
program, but if Rodney Marsh is still scoring goals for QPR then it 
soon becomes farcical. Thankfully. Domark has recognised this prob- 
ably and released data disks which bring the games firmly up-to-date. 

Unfortunately, the last full-game released under the Championship 
Manager banner was Championship Manager *93, so newcomers to 
the phenomenon need to purchase the '94 Update disk as well. Actu- 
ally, that's a He: for a limited period only, prospective Premier League 
conquerors can snap up a double-pack which contains both Cham- 
pionship Manager '93 and the '94 Update for the more-than-rea- 
sonable price of £27.99. 

And In a blatant attempt to promote this event. Domark has 
offered us five of these double packs to give away to you, our read- 
ers. To stand a chance of winning one of these bargain boxes, simply 
stick the answer to the question below on a postcard or stuck-down 
envelope and send it to: Championship Manager Compo, The One, 
30-32 Farrlngdon Lane, London EC1R 3AU to arrive here by no later 
than June 28th. The first five correct entries drawn from the hat after 
that date will each receive a Championship Manager double pack, 
and the rest of you will get bugger all. The usual competition rules 
apply and no correspondence will be entered into. Cheers. 



THE QUESTION 

Who is the 
current England 
football 'coach'? 

(A) Terry Venables 

(B) Gerry Francis 

(C) Graham Ta 





I've often wondered why this part of the 
magaxine is called 'Kill Zone' and not simply, 
'Tips', but no-one's been able to give me a 
satisfactory explanation. Life's strange like that 
don't you think? 
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I've got this goblin living in my shoe. I must 
have because I found these cracking tips for 
Goblin 3 stuffed under one of my odour- 
eaters this morning. No. I did. Honest. 
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When the game starts, Blount is 
alone. Once you meet up with 
Chump and the rest of the char- 
acters, they all move about 
together. Only Blount can pick up 
things, while the others each have 
an individual ability. All the char- 
acters have to work together to 
finish the game — you can't do 
this on your own. 

SHIP 

Your first objective is to leave the 
ship. There's a rope knotted onto 
the railing. Undo it, and pick up 
the golf club that's lying on the 
deck. Unscrew the hook using the 
coin and then attach the hook to 
the loop. Get the plunger and the 
pepper from the toolbox and hit 
Chump with the golf club. He'll fall 
down a hole so use the plunger to 
get him out. Weigh down the end 
of the rope with Chump so Blount 
can get the umbrella. 



Position Chump on the spring- 
board with Blount on the moving 
hand. As he jumps Blount will be 
flung through the air to the top 
arm where he can pick up the 
tooth. Go into the barrel, place the 
umbrella at the opening, cut the 
rope using the tooth and off to the 
next level. 

IDOL 

The next thing to do is to rescue 
Wynnona from the guards. The 
princess is being held captive by 
seven guards, but Blount won't 
have the courage to rescue her 
until he sees her. Use the umbrel- 
la on the warm air which is near- 
est to the idol, so Blount can rise 
until he sees Wynnona through 
the crevice. This must be done 
before he clubs any of the guards 
otherwise there'll be trouble. Use 
the spring-loaded stones to jump 
around the screen. 




Hit Hercules and Gromelon from 
the front using your club. Pick up 
the toasted bread and then drop 
the coin in front of Mac. As he 
bends down to pick up the coin, 
hit him with your club. Put the 
toasted bread in the helmet and 
crush it with the club, then pick up 
the crumbs. 

Stand in the hot air on the right, 
then drop the crumbs down 
Banzia's neck. When he wriggles, 
hit him with your club and take his 




shield. Pick up the stone hand and 
offer it to Kendo. While this 
attracts his attention, hit him with 
the golf club. Pick up the hand 
again, as you'll need it later. 

Place the shield on the branch 
near Zembla, stand behind hirr 
and sprinkle pepper on his back- 
When Zembla sneezes he'll knock 
himself out on the shield. Clever 
eh? Pick up the stick and use 
Chump to make Django stick his 
to'ngue out. Get Blount to pull on 
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You arrive at the spaceport in 
search of credits to pay off your 
j^^tax bill. Start off by talking to the 
guard and then pick up the passport 
from the bench. Try to get into the 
subway and you'll discover that 
you'll need a token to gain admit- 
tance. Sadly you've got no cash. 
Typical. 

Wander behind the spaceport to 
the bar. order a drink and sit down. 
You won't get served because you 
have no money — but while you're 
there — steal the pawn ticket from 
the back pocket of the man sitting 
next to-you. Take the ticket, nab the 
newspaper from the floor and the jar 
and the lid from the table. 




/""\Next door to the bar is the Paradise 
^■^Club and all you have to do to get 
in is show your passport at the door. 
Inside, the madam tells you that she'd 
like you to get her vase back from the 
pawnbroker next door. Before you 
leave pick up the wooden cane and the 
bottle of perfume from the table. You'll 
also need the chewing gum from the 
receptionist. 




/""VJext door to the club is an alley* 
^way which leads to a maze of 
fences. Pick up the hose-pipe, the bag 
and the beer can. Walk past the drunk 
and when you get to the diner pick 
up the oil can. Look at the trash and 
you'll find an egg and nearby you'll 
notice a power point. Chat to one of 
the bikers and ask to borrow his 
friend's coat. He'll refuse, but ask you 
to do him a favour. Beyond the diner 
are the docks and a boat but you 
can't get get on it. Notice the sailor's 
hat on the boat? Good. 





^^Nip back down the alley to the £)<jo back to the bar and buy your 
pawnshop and exchange the pawn- self a drink. After a violent fev. 
ticket for the camera. Take a peek inside minutes the barman will give you a 
a vase to find a wrapper and put the coin change and you can pick up the 
vase in your bag to steal it. Walk back deflector ring from the floor. Put the 
up the alley-way and charge the cam- wrapper around thecoin to forge a 
era at the diner. With the fully charged token for the train, 
camera walk back to the drunk and 
blind him with the flash. Steal his ha* 
which has a few coins inside. 

Go back to the club and return the vase 
to the madam. Ask for the silver slash badge 
as a reward. Once you've got the badge give 
it to the biker and he will give you his friend's 
coat which then becomes a bag of coins. 



INNOCENT UNTIL CAUGHT 





/^On Badside station use the oil can 
to remove a screwdriver that has 
been jammed into the vending 
machine. Get the radio which is lying 
on the platform and return to the 
bar Order another drink from the 
robot and when it stands still, open 
it up using the screwdriver. Remove 
its circuit board. 



^^Use the radio with the circuit 
board to make a radio control 
unit and then walk to the docks and 
use the unit on the robot barring you 
from the boat. Slip on board the boat 
and take the sailor's hat. 





£^\Go back to the pawnbro- 
^"Ker and exchange the hat 
for a carpet. Take the train 
to The Hill and get into the 
mobster's house by show- 
ing the ring to the camera 
Show the mobster the ring 
and he will offer to buy a 
whole host of items (an 
egg, a statue and some 
bonds) from you if you 
can find them. 

Use the train again and alight from the tratn at East Eruk. the station 
for the zoo. Cruelly burst the little boy's balloon and take the piece of string 
that remains. Next, speak to the boy's father who'll tell you a fascinating 
story about a fly and some mushrooms Go into the zoo and you'll notice the 
egg inside themonster's cage 




Get on a train again and get the aerosol can. Go to Regurgistation. get the hot dog 
from the stand and fill the jar with mayonnaise. Put the lid on and use the jar with 
the fly to capture it. Go to the nearby police station and talk to the police sargeant 
about a drugs raid and he'll give you a bag of flour. While things are quiet, make a bow 
from the string and the cane, and an airgun from the hosepipe and the aerosol. 



f *\ Next, pop along to the gallery which you can find on the hill. Take the mush- 
^-"^ room and go inside. The first exhibit is a stone which you should steal. When 
you get to the statue in the glass case, use the stone with the airgun. Shoot the 
case again and then lay the carpet on the floor Shoot a third time and the stat- 
ue will fall onto the carpet Get the carpet and the statue. 
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r^Vime to get the egg, I think. Go back to the docks and hitch a ride on the /^Remove the grating and attach a piece of vine to it. Now use the stick 

^-'food wagon that appears. The wagon will take you to the monster's cage, ^^and the other vine piece to make a grappling iron and then shoot the 

Defeat the monster by spraying it with perfume. Pick up the two bits of vine grapple over the chasm with the bow. 
and the stick and move the straw to reveal a grating. 
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OTo get the bonds you need, go 
to the bank of Regurgi and talk 



After swinging across, feed the 
hot- dog to the man-eating plant 
and swap your egg for the alien egg. to the cashier about opening an 
Escape down the hole to the sewers account. Give the clerk the bag of 
which will lead you back to the station coins. Now press the bell again and 
platform in EastEruk. speak to the clerk once more. Use the 

gum on the door which will allow you 
to open it later. 




© 



Past the door is a bag and some f^Use the map to navigate the sew- 
miscellaneous filing cabinets, '^ers to a point near the bank vautt 
Open the cabinets with the screw- To open the vault drop the mushroom 
driver and take the file with the bank and let the fly loose from the jar. Once 
account number. Use the screwdriver in the vault use the flour to find your 



again to take the plans to the sewers. 



way to the drawers on the right ana 
then take the bonds from the top o' 
the cabinet. 
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O Return to the mobster and hand over the statue, the egg and the 
bonds. Unfortunately you get attacked and slapped in jail. After you 
escape from the cell using the device that is sent to you. talk to N'palm and 
move the mat on the floor. 



Next, open the grating and go down. In the maze, go south until you reach 
the exit in the north-east (the top-right corner of the screen). Out in the 
open, use the device again to beam up to the spaceship. 
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O Accepting the job of stealing a weapon from a mad dictator (as you 
would) you are transported aboard a space liner. Take the book and 
the flowers from the cabin and walk to the viewing deck. 




OGive the flowers to the loving couple and steal the man's wallet from 
his back pocket. Take the credit card and the passport from the wal- 
let, swagger into the bar and use the credit card to buy a huge bottle <r 
drink from the bar. 




INNOCENT UNTIL CAUGHT 
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OWalk east and go into the shop. 
Take the screwdriver and talk to the shopkeeper. He'll decide to help 
you and hand over a box of mechanical bits and an etiquette book. Go to the bar 
again and speak to the scientist. Take the love letter that he gives you. 



o 



At the spaceport, tell the customs official that you are a tourist and 
get N'Palm to distract the woman nearby so you can pinch her coat 




OGo to the palace. The etiquette book contains the password 'akimbo' to 
get past the guards. Once past, go behind the building on the left to the 
dog compound. Make a mouse using the screwdriver, mechanical whatnots 
and the fur coat and distract the dog with it. Climb the trellis and talk to the 
princess. After you've sweet-talked her with the old Ladd charm, return to the 
bar and convince the scientist to give you the keys to his lab 




OGo to the lab again and tell N'Palm to get a crate. Now go to the space- 
port and put the travel warrant on the crate. Get inside and you'll be lift- 
ed into the shuttle. Leave the shuttle using the escape pod (on the right) and 
enter the fortress tower. Go up the stairs to the control room and speak to the 
princess about a way into the vault. Up above in the crate room, move the crate 
that blocks the door and go through into the vault room 




O N'Palm is still in the spaceport and so ask him to get a guard's uniform. 
Next pop along to the lab and enter using the uniform Change into the 
uniform on the status screen. When you get to the lab you get arrested once 
again and dumped in another jail cell. N'Palm will appear at the window so 
compose a 'nice' and a 'sweet' love poem to take to the princess. After all these 
heroics, return to the bar and get a travel warrant from the princess. 
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O Unfortunately, the big crate his locked so call N'Palm to help. He wil 
throw you a crowbar. Use the crowbar on the crate and get the bal- 
loons and the gas cylinder from inside it. Infiate a comedy balloon and you'll 
be lifted up to the raised catwalk. Get a pass key from the princess, open 
the storage facility and take the crystal. Now go back to the control room 
and use the crystal on the machine. Tragically, it doesn't work so leave and 
search out the dictator. Bet him to use the machine by asking the princess 
to marry you and staking the dowry. The dictator will accept but N'Palm inter- 
venes, saves you, destroys the crystal and the tower. Hurrah! How about 
that for an ending? 
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h gun-based air-defena 
es such as ZSU-57-2, ZSU-2J 
lean, etc. the automatic gurv 
lould be used unless you air 
kilful. The automatic system 



BdtlaUori (ftrnour) is about 
lo do u.H tu- ullh (l. tll.it ton 
(Mechanized 1nfanlry> 
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will stay with the target unless 
gets too close or too far awa> 
then it will lose it. 



ARTILLERY 

Artillery shells won't land fo 
about thirty seconds after target 
ting and will be scattered across; 
fairly large area. Keep your force 
well away from the target zone o 
you'll be left without any men 
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Return to the dining room and pick 
up the piece of paper you'll find on the 
floor. When you read it you will find 
that it is a receipt for a diamond 
bracelet. Ask everyone about the 
receipt and the bracelet, then go back 
to your room. Julio, your room-mate 
will have gone, but he's left behind a 
key which you should take. 

Go to the study where the murder 
was committed. Using the key, unlock 
the roll-top desk. Inside you will find a 
bracelet which you should examine, 
especially the clasp Take the bracelet 
and read the note with it. Ask everyone 
about the bracelet and note, then go 
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ACTION REPLAYS 

Guilford's Peter Cheyne wants to 
know if I like his Action Replay 
codes. Yes. I do. There, now thai 
that's over, let's get down to busi- 
ness shall we? 

Bubble Bobble Lives MCOFFE 
Chase HQ 2 — Turbos M335B3 
Ghosts 'n ' Goblins Lives MCI 8842 
Gods— Lives M0255 

James Pond — Lives Ml B 1 
Lemmings — Climbers M90C2 
Floaters M9DCA 
Bombers M9DBE 
Stoppers M9DC6 
Builders M9DC4 
Bashers M9DC8 
Miners M9DCC 
Diggers M9DCO 
Time M9E5A 
Percent M9E5B 
Operation Wolf WeaponsM36F57 
Mercs - Credits M87C9 

Narc Lives M 13967 

Pang — Lives MDFD5 

Rainbow Island Lives ME337 
Rick Dangerous Lives M44972 
Rick Dangerous Aives M 1 78AE 
Rodland — Lives M20C6D 
Simpson — . Lives M6021 
Toki— -Lives M23CD9 

Xenon Lives M12530 

Xenon 2 Lives MOCB 
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You know it's true. Everything I do. I do it 
for you. Whoah. Yeah. Baby. Anyway, 
where were we? Oh yes — Matt The Medic 
and his amazing troop of goblins once 
again brave the elements to answer your 
questions. Got one? Great — send it to: 
Matt The Medic, Games Surgery, THE ONE, 
30-32 Farringdon Lane, London EC1R 3AU. 



DONKEY AWARD 

This month's Donkey Award goes to Michael Le-Sueur from 
Northampton who writes; "Dear Games Surgery. I want to know 
how to get the rope from the swamp. I have got the other rope." 
Next time might I suggest you let me know what game it is you're 
talking about. Next please... 



£\ Dear Matt. 

have recently bought ioom, and 
was getting on very well until I got 
well and truly stuck I've managed to 
change the colour of the sheep and 
have been picked up by a dragon and 
taken to the cave. I've looked into the 
crystal ball and seen the fire, but can't 
start one in the cave even though I've 
got the music for fire. Help! 

B Williams 
Bala. 

Tsh! You're obviously not one of 
those people who try magic out on 
everything just for the hell of it, or 
you would have realised that the 
solution lies not in direct magic, but 
in clever use of the dragon's breath. 
If you remember a long way back to 
the beginning of the game, you'll 
recall a tune that turned straw to 
gold. If you play the spell back- 
wards, it will turn the gold into 
straw, thus creating a bit of a fire 
hazard — especially for snoring 
dragons. Play on... 

©Dear Matt The Medic, 
In The Legend of Kyrandia how 
do you put the silver rose on the altar 
in the forest for the amulet? It just 
keeps telling me that 'This place used 
to glow with magic' and 'it must he 
broken'. I've been all around the 
screens from the temple to the cliff 
top to the broken bridge and have 



given the saw to the bridge keeper. 
What do I do? 

Christopher Perriman 
Tyne and Wear 

To get the altar to work, you need 
to replace the missing 'marble' in 
the top. When you go towards the 
tree (the one healed with the tear 
drop) you should come across a 
small boy (I can't remember his 
name right now) who asks you to 
chase him. If you follow him long 
enough to get into the forest, you 
can make him jump, and he'll drop 
the marble. Take this to the alter 
and drag it over the third 'hole' for 
altar fun like never before. 



Dear Matt. 

Is there a cheat for Arkanoid 27 
Greig Brown 
Scotland. 



Yulp! Short but sweet — yes there 
is. Press Capslock and type in 
DALEY88 for infinite lives, or type in 
PETERJOHNSONWANTSCHEAT on 
the title screen to skip levels using 
the S key. 



g± Dear The One, 

In thp M,-»rrh I 



™ In the March issue you gave us 
the second half of the Simon The 
Sorceror solution On the first para- 
graph (Wood Cut Woes) it says to take 
the rock with the fossil in it. Could you 




SHOW-OFF'S SHELF 

Itefe far tW encou rag"ing responses to the last few Show Oil's Shelves. I 
cant fcve. rf living is without you. I cant live. I can't live anymore. 

MEDICATION REQUIRED 

of Co Wkklow can't get past the force field in Darkseed. 
to know how to get into the door in the wall of skulls. 
Seaford wants to know what to do next in Potfce Quest 1. 
to the narcotics division and has caught the drug deal- 
to get a kiss out of Sweet Cheeks, but doesn't know 
who would? 

• A mysterious chap named John' wants to know why he keeps getting 
killed at frJOam cadi morning in KGB. He thinks it's something to do with 
his vok» actMttd tape recorder, but doesn't really know what he's sup- 
posed to be domg 

• Dubiiner James Fiord needs help in the under sea cave section of Curse of 
the Enchtnti* He caul tnp up the mod monsters, and though he's found a 
plank with a rock and a magnet under it. he can't do anything with them. 

• Nige G. from sunny W i c rf um wants to know if anyone has level codes for 
Bubba 'n'Stor. 

FREE PRESCRIPTIONS 

• Special nurse Kev Cook has the answer to Andrew 8rice's prayers with a 
solution to level 19 of Cannon fodder. From the start, put a man on top of 
the three white pads (to left and bottom left). The chopper on the roof of 
the building will now Land near me shadows at the bottom right on the 
screen. You can now board thrs chopper and. using its rather handy 
weaponry, destroy all the enemy buildings and men. 

• Doctor Simon Eaton from Sugar Hill. Cow Ark. Blackburn (such a silly 
address I had to print It — sorry Simon. I couldn't resist ft!) earns himself a 
free chunk of software for helping out Stuart Thompson who was after a 
cheat for Diggers. Start the game and choose your character as normal, but 
when it comes to selecting the zone, first click over Fujale' with the red but- 
ton, then •Chonskee' and 'Deena' You'll now hear a pingl'-meaning that 
you can select whatever zone you want Hi ho. hi hoi 

• W Menzies from Bradford has written in to help Victoria Dutton from the 
March Surgery with Dungeon Quest You need Dragonsnip' which can be 
found in the throne room... H Examine throne" should do the trick. 
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rock) as I've looked all over the screen 
shown on the page to no avail. 

Chris McGuicken 
Lisburn 

The rock doesn't actually appear on 
the screen shown in our solution 
(that pic was showing where to use 
the metal detector) but if you move 
on a couple of screens, you'll find 
the rock sitting quietly on the floor. 
Take this to the blacksmith and. 
sham-ra'ka, you have a fossil. 



ODear Matt, 
Call me an old saddle, but I've 
only just bought myself a copy of 
Alien Breed '92 and am getting a bit 
cheesed due to me poor playing abil- 
ity. Please can you give me some 
cheats for extra energy. 

Paul C/eps 
Manchester. 



I believe that help can be found by 
typing in 'I WANT FISH' which 



walls and the function keys to do a 
number of silly things. By pressing 
F7 you can jump levels, while F3 
gives you extra keys. You can also 
change weapons by using the ALT 
and AMIGA keys together as well. 



THE SURGERY 
IS NOW CLOSED 

And now. the end is near, 
and so t face, the final sur- 
geon. Yep, I'm off, but keep 
the old queries coming to: 
Matt The Medic. Games 
Surgery. THE ONE, Priory 
Court, 30-32 Farringdon Lane, 
London fcOR 3AU. Please 
don't phone in or send SAEs 
as I can't answer your queries 
personally and I'll only have 
to keep thinking of 'amusing' 
things to write at the end of 
this box-out. 
Qual es su nombre? 
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_ ISKS & GET A FREE MOUSE HOU 
D DISKS & GET A FREE MOUSE MAT WORTH E 
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DKMOS 

n I Nltiii.il I (an |ji '» e» 
DLJMeW !>"»' 
IM WOm 
DIO .l7Hn Mu.it Dcm-'-. 

mi » ... i. i/ :i 
DI3..Toul Remit Demo 
DI47l3...pTedalotW2l 

D2uv:i .RedSeaorOi 
D24/23 .Ne*v Teh itaiDO) 
DM Total Rerun 2 
D27..-T.V Theme 
DMI i i' »n«i 
I)i4 p.D Collection 
D36...Vlnuil Worth 
DJ7 -Veetra Sinking Demo 
OW TFF l)fii^V,i)«c 
D40. Saly Demo 
DS». Video FJleel* 3D 
DM-CuO Vnlot Dome 2 
D68. Phenomena Demo 
D70..AHW 3D Demo 
DTA.ATripToMar* 
D76 A2(ODOfnk.tI)cm.i 
DKlrtt2 Rudhram I (21 
DM. Bodbrain 2 
DH.Crionics Neter**hete 
1)87 poluna ilnw 
DtOI JUCMM '■■■!'■'■■ 
D102 .A Chaplin Demo 
DIOJ-Toul MMn 
DUrt ..MrBIfcirwComjU 
I>lur>.WaflcrS.T Demo. 
Dlll-Defcoo I 

' 1 : I l.i.".! M : '. i "■ 

Dlll..CuJi WDemn2 
DI2S Preene Demo 

I 11 ' ' I ..■■!"■ I 

0136 .GoWlirc Megadcmn 
DI37/IM.SoWtal(l) 
DI3U De*il»"No Reality" 
DI44 .The Silent* "Ice" 
D145 .Crystal Symphonic* 
DI4A. Rj>0(IIiwc2 
DI4s> No Brain No Pain 
D I 38/ I Sv> Cvhorg Denvn 2 1 

Dl»5 CWtriCM 

DIV? MCDisk I Coma 
mw..EndOfCCM*ir) IW 
D206 Dreamer* 1 
D2UK. A.rnect. M/Dcmo 
D2trV2l7. Ha**nMalicl2l 
D2IS. l>*ordci Demo 
D2I9. TUtf Fnull 
D225. C«u Fndge Demo 

DI26 nmia»» MIDno 

D233..Hypnauti* llamnan 
D233 .Su Ot One Demo 
D23B.. PUneu.de 
D23V. I.cmming. Revenge 
D240 Total K. 
DM3 Budram J 
D 244.. Phenomena Inerspate 
D24S Toul Retrial 
D247-PulIingTheTriepei 
D25.V.CES Demo* 
D236 Total Recount 
D2S7 Total Rcoate 
D262 Sp-.molyiit 
1)264 D-Moh WDemo 
D 26 7 Sun Connettion 2 
DI7I" Kclnm* The Will 
D271..Time* Hydra 
D272.FJc.trk: Demo* I 
D274 Delpi*:keji Demo 
D27h rave U Weird 
D279..Iraqui Demo 
D2HV2KI Delerk*ii(2) 
D3II7 LSD Demo 
D312.Devil»Cotour> 
D3I4 Trakmo 
D3IS.The<iroove Rum,am 
D325/XK Real Empathy < 2 
03267329 Red D* art l3> 
D330 Darlnr.. M/Drmo 
D.V'2 hlclinl F.ipeneiKC 
D333-337 Cajyuey (31 
1>U( I Wauhman Demo 
DMI.. Anarchy Smoker Co 
DJ42 .Ed 20* The Revenge 
D.U3SU4 .Hardwired <2i 
U.M6 Wikirire KVDemo 
D347. Mind- nip WDemo 
094100 SkiMiiDeriH«2 
D3MV 393 .Trenefc Team 3 
D.'SH.MrMen Siofie» 
DtW Sodng U Beltrvinjt 
D3M) SiatrfflTbe Aft 
D3bi-M*)da) Rc*warK*e 
D3o2-'36t JOMM C»n E\(2) 
D3A4 FlthTmit 
D365 Optimum Pmuire 
D366 Mind Rial 
D367 InThe Can Demn 
D3«l. D>n-mii* llluMon. 
D3ftU Piece Of Mind 
D370 ..3D Demo 2 
D17I Ifilul Kilt 
D376..Wi»M o( COMDdOM 
D377- CtauMfaphobm 
D380. Hiw»tf Demii 
D3HI..Thr Trip 
D382/3 ProieaTevhmn2 
D3M Inu-i'.pa.r 
DlWi .M(nd**rptAGA 
Disr Panw RheiiAOAt 
DUN HvMrrw 
|>1'H * (irjortine I^O) 
D9M4 ..Grapevine I6<3> 
D3WJOI Gfaprvifirl7l3) 
D4H2 In The KifcHcn 



UM 
U35 
U38 
U39 
U4I 
D43 
L44 



U6I. 
| U62 
U63 



( in mi s 

1)1 ., .Game* Muw Creator 
U2I...The ComrmDidi 
UJ2 Modem Ulih 

Red iv, m ii.. i 
SnundtratLer Special 
.Paint.Muw.MedU 
Card Drticner 
Red Dc.ihl!fil.4 
i Compoter 
Kc front Makebuui 
U45-TJ: (Ham UiiU ItW 
U47. ,Uhrl DflgMI 
I 4U .t'liimue Icon Di«k 
U30 . Power Oanp UtiU 
I ' '.i ./ Bench 
USS...Vi*iiak.- 
U57.-Oukkbench 
UW...F«n Dewsnet 
D-Paim Pont* I 
D-PaiM r-oot» 2 
Med 3 JO 

Direct Arum (MR 
Omiwurd DaBafH 
II66.-CU Help • Other. 
UoX-STtwicr Mrfj 
VNt I'hinuic Boot* I 
WW .UIiituate B.WU2 
U7S...IHi*eilnKo 
U74..M-Cad 

D75..Joumal Home Acc'> 
U76...Home Uiilrtie* 
U77...EWin»-^ 
U7K. Ami Haw 
UXI . BootbenehV2.il 
L'*2 Slidediow Maftei 
UB3 _Caialn« »trt»hop 1 
(;H4. .Caiatoj Wnrtdwp 2 
UI7..iiard Di»k LTil. 
Uf-<U . Amateur Radio <f» 
U93 C-l jghttOiheri 

I " «,! \ i n ■ I 

U 100 . Ham ljr> 
UIOI. Sid V2 0 
Ultm A-Gene 
UNI ..Midi Utiluin 
DIIWII4 -Video UHHi2) 
UIJ2..CKX UUK 2 
UI.1V134 ...North Cl2l 
U 1 16. .CriHaDuM I demo | 
U13i...S^uid Squad UUK 
UIJ»..Terminalriie*VI.O 
0140. SqtiaUi I <204onl>i 
V 1 4 1 . Squadi 2 ( 2.04 only I 
UI42...Te»iPta3 
L'l44...r)enni« Sample* 1 
DI45..T>*ltal Imm De>i>n 
UI46 . Viz Clip An 
U 1 47... Spectrum Emulate 
UI51~3HnMrt*m V/Killer* 
UI32.Krd Devil* Wthft 
UIM ..Anti(afo« W/P 

ui3)...p d Pom i'v- diu 

1'lr.i tN J n»bench»(2.tWl 
l'|M RimDal*ha%e 
UI«...Denni»"»Hack Di»k 
UI6T. Demoliiher UliU 
UI68.-Home H.mw.< ' 
ill?; Squeklnl 3onlM 
U176...GFX UriU 3 
U 1 77 Star Chan* 
U174-1WI Dkc(2i 
U 181 Celtic Drmo Maker 
U 1 86-206.. Track liu 10-30 
U207.._lcon Colleciion I 
U208 Dave lone* how* I 
U2ll-ChemcflhetlCT 
U2 12. .Animated Pointer* 
l)2l3.-De*kTopPohU*hei 
U215...Me»»y S»d2 
U2l6-7.laaierV'Killer 2.2 
U218 Data Ba*e Wizard 
l.'22'.. TenPm DaU Hav 
V22*. Q Ba*e DaU Bate 
11226-Game* Solution* 1 
UMI D Paint hmti3 
U23S...Ami Cadi V I 
l!238-.h-nrimania 
Ua*D_jBnBiM 
lJ2S2-.Qpt»comm* 2.0 
U254-New Superkiller* 2 
1123* Prorracier *2.0 
U236. Atari ST HmuUtor 
U25I D-Cop) 1 
U262 PC fcmutainr 
UJT3 Vidi Font. I 
U374..illlnoiLabcU 
U275...6O0 Bu>ine*> Ictici* 
l'279-ln*i»cc Prinin 
U283 . Headline Rw* 
U2*V Amo. I pdaier 
U2W . Klckiun 2.0 
UH.V. Black Tiger Itih 3 
U294. Teu Engine V4.0 
D2*J6...LTtin»aie Di*k Cren 
U2»T...I0PDCinw 
U2« J3n>nacker VJJl 
II2W . Addre*. Pnnt V3 1 
U301 Game Tamer 
I' tOtt Mu** Bu»e VI 
l"W9 PPMinitrunch 
U3II.. Vmorph V2.I0 
0)13 Pro Aaniloev 
U3I4.. Pool. Wi/aid )r 
U3l9_U*ieiV2-l 
U320 Garden Mp 
U327..Be«ierSurl 
U32*» .. Mumc Fiiginc V.T4 
U330.Survie« 
U331 JC-BeaiPrp 
U332 S*wervie-r V2.4 



(iAMES 

Return To Karth 
Ciamei comp 3 
Diu> IJoy 
Scum llBier* 
Pauinme Jou*l 
Franiic Freddie 
G8 T*inui* 

Puicdo Cop 
111. Dnp 
1 1 Buy Bath 
1 2. Atleruid* 
i ■ : i ■■ ..I ■■ 
14. .tn-ape From lovi 
I* .Mona Adveniure 

16 Ground Attack 

17 Mefanull 

- I.i -i-k" ■ I'.'. 

ID... Various ".dveniunr* 
i.i2l» Hanklorvr 
G22 DraitonCMve 
G24. RuifOlZon 
G2 5... Mayhem 

r \y.: 

G27. TheTennLiGame 
G2H FWriNer 
G2«* . Buck Hofrei* 
O30-.Gnr>»laycr 
03I...7-T(le* 
G32.. MfjaComo I 
G33-.M SUrTrckl(2l 
G3*-37 Star Trek 2<3» 
f.18-39 ..Mecnlorce |21 
CM _Kloratykc 
G42...CV 

C41 .Game*C«xi»2 
G44 -SEU.CJt Game. 
G43...Sacc Game* Comp 

046 Gimc* Comp .' 

G4I . Ray * Game Dlik 

G49.. Game* Comp 4 

G3tl.. Game* Comp 6 

GSI-3Z..Truckingi2> 

G33-Jeu>ai 

G5S.. Ouiik And Silva 

G3h MiniNau 

G37..1jmer Game 

G58 ..Gome* comp 7 

G59 Game* tirmp 8 

GoO . Pom Pom Gunner 

G61 Cave runner 

G62...Cn*tal Ca*em* 

G6t..lMaci 

G64 ..FJemal Homr 

063 . ..Lcmmin coid * 

G66 ..Dtn-nHlIl Clullcnor 

G67.|jme ST Pom 

Gnfi-Piiumnd 

U69. PumIc* 

G70 . Chain***. Death 

G7 1 . .Pirate Heie' i Treawrc 

072... Serene 2 

G7S. .CaMlet 

G74 Dynamiit Dak 

G73 ..Card i . ■ - I 

G76 .Wiwy 'iOur*! 

OT7...Gro«ilh 

G7h.Ska«c 

G79 . Atk Alac 

OK0 Napoleonic Sim 

G»l Projen 1 

G82. Lam /one 

G81 lrmmine*P*ck 

GM ..SiarTreaS.bUP 

GHl.-Leltn. 

(.'1 VUkhed Pair- 

ON Snake Pit 
GW.Veu* 
G92.. Bhuanl 
til t the Ma/r Game 
1X4 Subculture 
G93. .Hnlly»r.»d Trtvii 
G97 irrontout 
i ■-> Holy Grail Adventure 
GIOO. -Amin Cotndrop 
G!0l..a«MKCoenpl 
GI02 .CanlGame*2 
OlUVSopet Sk.«UChaU 
G104 . Grand Pn. Sim 
GI06...C<mpuicr CoalM 2 
GIH7 Mi*.ion X Raid 2 
GUM.. NUGamr 
GIIO..Tricr.y »The1um 
GUI -Martilc Slide 
GUI-Game* Comp 10 
GII3.. BWk lackLah 
Gl 14 Dunp-nn Of MaUlO) 
Gl 1 3—Ami(a Column* 
■ -..'(■:■'•• 1 1 ■ Irau 
OII7...Mniam Camel. 
GI20I22 Warlock (SI 
GI24 Bart Simpvon 
GI26 Air Ace! 
OI21 .-Breakout Con Kit 
GI2X Pipeline 
GI29. .Dimi 01 Di-idUn 
GI.1J. .Peter. Que.! 
G133..5urTren3 
OI34 -Piperidcr 
GI39.4)taeT(i D»* 
OI43...SolulOuad 
G144 <rmeaa Race 
GI4S Mi*»on X Raid 3 
GI46. Trek 73 
GI47.. Watk In WiaidriUnd 
GI48 Squat* Rev enje 
GI49 Sky Fiiht 
G130...Wei Beaver 
0151-Airmania 
CIM..Wi/«n)Wi-ld 
0154-ToiaHy FranlkOuU 
QI33. Cho. V2.0 
G136..Sma*h Telly 
G 1 59 Billy The Drae.™ 
GIHI l-China 
GI6I. E-Type 
Glh2. .TornCai 
GI63 Sea Lance 
...... P . Diamond. 



G 1 6V . No Man* Und 
G 1 66.. Won) Square Salver 
Glf7 .Cio*-Rre 
G16* . Wa*»eUnd. 
GI7II SraceBliU 
ai7l..l.ra/y Sue 
G172 Make A Break 
GI7J Squamhle 
OI74...F-I Chailenfe 
0173 -OuvlLi 
017B.. F.vil Dead Game 
GI79.-Traime( 
GIW1-I8I ..t Comp* 1*2 
GI82 Dipliimacy 
GI83. .Tractot Beam 
GII4. Minor Duel 
GtBS. Oame BoyTetri»2 
GIK6. Water Work* 
GI*7...ActOf War 

lil-- '(.:.., 1 ..." ■ 

GlrfM93..rur*lord» 1-5 
GI94 Ninanu 
GI93-I96 ,Meifhooiir»i2l 
GI97 . Ame.rfid In.adcr* 
GI9X GamrB-T) Telfi* I 
0199...Telien 

■ ■ : ■ H . 2 

021)1 -Df Mario 
G204 .Adudo 
02113 ...Chtai* Dl*k 2 
G206 . Cheab Di*k 3 
G2iW. Airport 
G2i*9 F.R.A-C. 
G2 1 0. . The Golden Fleece 
Gl 1 1 - .Legend of Lothian 
02l2-2t4..TimclonJ*6-8 
G2I5 Atnrntjume* I 
G216. Super Sid 
G2I7 . Lai*! Bike* 
02l>...ReUver 
G2I1 Air rtocicv 
0320. Amo* Child Qui/ 
0221 . -Tt»a* Ctiainva» 
G222 RiHOd't 
G223 Precwer ptc* 
0224.. .ThniM Duel 
C223 Wihhle Giddy 
0226.. Super Poiib 
G227..-Frun Salad 
0228 Brambot. 
G229. Jeopard 
G2W> Spate In* axon 
G2J1... Karate Worm 
G2t2 Super leaiiue %Una,rn 
0233 PDCiiyCiimp I 
G2M...Co*iHii CTianiiev 
G235 Battle Oi Britain 
0236 .Supn Tv.inUl 
02J7...Ca«le 
0238. Nuiritri«(*Ora»> 
G239 Kuni Fu Chaile* 
G242 Mkto Market 
G241 Bk-ud Runnel 



SLIDES 

SI Ham Par* Show I 
si M.„!.. ■ 
SS.-Mu* levin ' elide* 
S6-.Pari) Diiawr 

58 -Imnwrulaie Collection 

59 ..Slrnpaofu Slide* 
510-11 ..Chaanel 42(21 
SI2- Bruce Lee Slide* 
SI4 ..Adam* Family 
SI3.. VM MafSlkle* 
SI 7.. Dockland* lane 
SI8 D. Who Demo 
S20 NauSlKk-* 
S22-24.WWF Slide* (3| 
S27..Demnn* Slidev 
328 -Total Recall 
S29...loe*i Slide. 

530 ..Ham Pic. Sho« 2 
SJ2..Nei|*bnur* Slide* 
S33 ... Roger Dean dide* 
534. Iron Maiden Slklr. 
St3-3ft-Toota*Richter (2) 

531 Baiaei case 2 
S»1 ..tee* Slide* 
Sail Fraiion Devine2 
S4I...F»a>on Devine I 
S42. Golrinv Gate Sink-* 
S43...Chiin*»w Sbppers 

S44. Cr>' F« Da»n 
S45..J-or|(»U>n Realm* 1 2) 
S47 Kid Oft 3 Sl.de. 
S4B..PD Slutethovv 
S49-32 _Terminalor(4> 
S51-Robocop2 5ltde. 
S54.-Tr«.km**ler Slide. 
S3S..-Kn(oti«i Realm* 2 
SS6._GarneU Slide* 
Sa7...hvwthrokei Slide. 
S3S-.Hellr«*er Slide* 
S39...Ni$M Breed Slide. 
SAO...Kaytracin| 
S6I Horror Slide* 
S70 ,JUu*.le Mania 
SJI - Creature Comlon* 
Sit. The Wonder Year* 
S73. Waieodup Down 

575 ..Ferrari MB PW» 

576 .Belinda Carh*le 
S77...Cher Slide. 



S7V Firxklie. Dead 
S80 Wrndt lame. Slide* 
SIII-Thclnv...Ne Wothl 
S82-83 Terminalor2(2l 
554. Fanuo. Pic* 

585 Gull War Slide* 

586 Magxal PK* 
S88 Gull War Tnbuie 
S8W90 S/rhin(Fi»Hyt2l 
S9I FWorado SlnlC- 



ANIMS 

Al Probe Sequence 
A2 Gbon Pool 
AJ..»0Bfer » Majician 1 
A4...0)tmu*l Demo 
A5... Fractal night 
A6. Batkctlull Demi 
AI...Walker Demo 
A9...Mi|kian 2 
AI0...rV|* InSpocc 
AIL. Lu*«r Teeiiafer 
Al3 Juggler Demo 
AI6. Cnul Cougar 
AI7 Mono Cycle Amm 
AI8. Rnhxop Aniro 
A20 Mayhem On Wheel. 
A2I ..lugeoe2 
A22 Shuttlecock Antm 
A23...T-PW Atom 
A27.. Fleet Man.aj*te 
A2k. Billiard Amm 
A29. F>Pn*e Leave* Dock 
A30-Star*>an. 2 Amm 
A3I Star Trek Anim 
A32 ..Fruion revenge 
Ala Madonna Antm 
A3* Stealthy Anim. 2 
A36 .Raider* Of TheL/Ari 
A37.. Bug. Bunny Shov> 
A3*. Iraq V* VK Anim 
A39.-Mike Tywn amm 
A42 Walker 2 
A43- Walker 1 
A43-46 Ught Cycle (Jl 
A47 P»piidinf Head 
A4«..PoiiceCaiCha*e 
A49...TopGun Demo 
A30...Animaior» Demo 
A3 1 _5 Way* To Kill ■ MoM 
A52. Another 3 Wiyt 
A3 3. Batman The movie 
A34 _'D Spaceship 
A3i_Mi Piaatollead 
A39. Unv larvclHicrii 
A63.-Amy VaWaBer 
A64 Real Pintioll Amm 
A66 Porky Pig Amm 
A67.. Adventure. OI Chuck 
A70.7l . Mai Ovenlnve |2> 
A73-J(p-icshunle Amm 
A74 GhoMhu*ier. • Hone 
A 76 Alarm Amm 
A77...rliphl Anim 
A 71.. Piano Amm 
A79...1>art Amm 
AiO Bad Bin) Anim 
All Holiday Anim 
AI2. Rlk*t The Fi»h 
AK3 Miner* Anim 
A 86 Pockel Wakti Amm 
A90-9J. The Mov«e*2(4t 
A93My TinToy 
A96 -T-Pot 2 Amm 
A99 Temunaic* 3 
AIDD Dolphin Dream* 
AI0l/10?...Trwt>Jertienb(2l 
AI03..Ht*tor> »rt Amy 
AKM . Pogo Amm(2Megi 



EDUCATION 

FI bdocation Puck 1 

F.2 lalucaiion Pack 2 

B3 -fcducaiion Pack 1 

LJ tdu*'alion Pack 4 

F.s lalucalKsn Pack * 

F6 fcdwauon Pack 6 

fc7 EducaiH-ma) Worlds I 

E8 .nducalional Game* 

F9 Math Dnll 

EIO Amiga Function Com 

Ell. ..Devwarc fed Comp 

FI2 Simon Sav* • S SUh. 

fcl3.. K>d. Paint 

H4 Slnryland2 

EI5 Colour It 

K 16.. .Colour The Alph-hf 

EI7 ..D T P For Children 

F;l>..AIgehra 

EI9..Arrui*agram 

F20 Aniniallamd' 

1.21 Animal S.^nd. 

E22 .Miiaurv War Sound. 

E23- VehK.-le* Sound* 

L24/25 Read* Learn I l2l 

fc*6 Junior Malh* 



BOULDERDASH 
COLLECTION 1-8 

in msKB Pin pack mix at 

ROWOTO 5IIU GAMS- 
«0MICI THE OtAkNtHK 
ntlCH OUT F*W IHt H0C'Kl : 
S PACKS AU. 
riPWeopart 
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icture the scene: you're flying 
high above an exotic location, 
like maybe Florida, or St. 
"ropez, (Bloody Margate more like — 
itmon.) the wind is whistling excit- 
ngly past the cockpit, which inciden- 
ally is full of the most amazing dials 
ind things, with LED's and stuff 
vinking away with that special lumi- 
losity, there's a red-hot girlie/blokie* 
ly your side, and while your right 
tand firmly grips the joystick, your 
eft is caressing the bright red balls 
in top of the throttle-lever. Ahead, 
i a sky that's too blue for words, 
nd through clouds fluffier and 
narsh-mallowier than the insides of 
13 tog duvet, you see the lights of 
he airport ahead. Sensibly, you 
heck your wing-mirrors, signal and 
ase forward on the stick. The Rolls- 
oyce engines scream and squeal, 
ecause they quite like being in the 
ir and don't want to land, but the 
heer force of your willpower pulls 
tern in to retro-thrust. You are tops. 



You are the king of the air. That air 
stewardess quite fancies you as well 
by the looks of it. 

Jet Strike, sadly, is nothing at all 
like that. But it is an excellent game, 
or so Matt tells me, and anyway the 
fun, fun. fun boys at Rasputin are 
giving two lucky readers the chance 
to be a pilot, and sort of take to the 
er... skies in a real flight simulator! 
Yes, we're going to pull ten names 
out of The One's special competition 
balaclava and each winner will be 
sent on an all-expenses paid trip to 



sunny London in June, courtesy of 
Rasputin! There, they will be given 
the chance to show their skills at Jet 
Strike in a knock-out competition. 
The winner and runner-up from the 
knockout, along with a friend each, 
will be taken up to Derby, tactically 
positioned in a real flight simulator, 
and taken for the ride of their lives! 

At the very least, you stand to win 
one of ten copies of Jet Strike AGA 
or C032 for you to play at home or 
at school. Or in your friend's house. 
See. there's just so many possibili- 



ties, you just can't losef! All you 
have to do is answer the following 
questions, either on the back of a 
postcard or a stuck-down envelope, 
and send it in to: Oh, For The 
Wings, For The Wings Of A Dove, 
The One, 30-32 Farringdon Lane, 
London EC1R 3AU to arrive here by 
May 28th. 

'Delete as appropriate 

t Actually, the odds are rather against 

you winning anything. You definitely 

lose if you don't enter at all, so get 

cracking! 
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1: Which girlie co-starred with Tommy 
Cruise in the top-tip-top Hollywood 
smash hit film Top Gun? 
2: Name another Tom Cruise film. But 
not Days of Thunder. 

3: Complete the following Boney-M lyric 

from the mid-70s: "Ra r ra r R n, 

lover of the Russian queen..." 
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THE SENSIBLE WORLD OF SOCCER (PART 3) 

New signing Andy Nuttail cornered the Boys from Sensi because they wouldn't tell Simon 
anything. After a few beers The One's star reporter is about as effective a paper hat in a 
typhoon. It's sad really. 



So give us the low down, then," 
we said. Silence. Chris Chap- 
man and John Hare exchange 
embarrassed looks. 

"Come on," we said, "something 
must have happened. How is the 
Sensible World of Soccer coming 
along, chaps?" 

More silence of the genus drawn- 
out nervosa. 

"I have an interesting story which 
will make you realise why I was late 
this morning." Jon Hare looks at us 
through glazed eyes, after an entire 
day spent boozing and playing 
Sensi. "My kids decided to make 
breakfast themselves today," he con- 
tinues desperately. "The eldest is six, 
and the youngest, four. They 'made' 
me Rice Krispies, but because t was 
late getting up they put them in a 
bag — an orange bag with holes in 
it — there were all these Rice 
Krispies all over the place, all down 
the stairs. So, the kids got told off 
for the first time today, at about 6- 
o'clock!" Fascinating. Hold the front 
page, chaps. 

Boring, monotonous, tedious. 
These words could be used to 
describe Sensible's last month 
because they, by their own admis- 
sion, "haven't done very much, real- 
ly." However, this is the story of Sen- 
sible World of Soccer, Sensible's 
coup de grace, and so we must 
expect there to be dull bits. 

But come on. surely something 
must have happened? 

"Well, we have changed how the 
system saves data." Chris Chapman, 
Sensible programmer, also looks 
rather, ah, lubricated. "So that for 
the console version it's easier to save 
it in the RAM bit of the cartridge. 
That means we've changed the 
Amiga version as well. That's one of 
the true problems of writing a com- 
puter game, that is." 

So, that's taken a whole month, 
has it? "It's taken quite a while, yes." 
jokes Chris. "Yeah. Probably, ooh, a 
good day. at least. Maybe even 
two," Jon chips in helpfully. 

"Then there was that week in 
^ the Bahamas. And recovering for 
ijlj a couple of weeks." 



Little do they know, but we 
(that's me and Simon) actually know 
the truth: the Sensible team has 
been in training for the Sensible 
Fancy Tournament ( c ' The One 
1994), but they don't want to admit 
that. Of course they don't — after 
all, they wrote the game; so they 
shouldn't really need that much 
practice... should they? 

Last month we discovered that 
Sensible World of Soccer wasn't 
going to make it in time for the 
World Cup (real-life), and so the Sen- 
sible boys were concentrating 
instead on a special version of Sensi- 
ble Soccer, especially tailored for 
World Cup-style tournaments. With 
referees, and everything. Now, The 
One can exclusively reveal that this 
titanic program is to be called: Sen- 
sible Soccer vl.2 - International Edi- 
tion. Phew... 

So what have the boys be up to 
this month, then. Seriously. "We've 
managed to get every team that's 
eligible for the World Cup in there 
now," offers Chris, momentarily 
inspired. "We got Mike in to do 
them." (Mike is the bloke who did 
the World of Soccer data, fact-fans.) 
There is a slight pause, and then Jon 
points his finger at Chris and says 




"Hang on. I typed all those effing 
names in! Mike supplied them, but I 
typed them all in one evening." 

"Yeah, but Mike's the main man," 
counters Chris. Chastened, Jon bot- 
tles-up his reply. 

Right, back to the point. Last 
month the boys said that they might 



take the straight goal-thing out (the 
"art" of moving from a kick-of* 
straight up, or down the pitch, ana 
hoofing the ball straight just inside 
the post — a move which we at The 
One know as "The Byron" because 
ifs the only way Simon can score 
Has that happened, then? 




I can see a trend beginning here What are the odds, do you think, that every grab you *ee of Sensible World of 
Soccer ever will have a referee on IP The problem is, you see. that he and the physio are the only differences to 
the actual match graphics. Any excuse is good enough for us. mind. 



FEATURE 




"Yes, we're probably going to 
sort that out." Chris answers. "It's 
simple to do, because the goalie 
works by watching the attacker 
who's on the ball. As soon as he 
releases it. he looks where the ball is 
going to go, and decides where he's 
going to dive." 

"The main things about a goalie," 
Jon reckons, "are that a: he's got to 
look realistic, and b: he must have 
fallibilities. If you change the latter 
too much he'll just look like he's fly- 
ing across the goal, and that would 
be totally unrealistic." 

"Also, there are other goals you 
can't defend against," says Chris. 
"Like the one where the attacker 
stands on one wing, and lobs the 
ball into the goal on a diagonal (a 
move known as the 'Nuttall' to the 
cognoscente at the The One). If we 
took the straight one out, the lob 
would become the new crappy goal 
— you could go on forever." 

By this time Jon, has sat back and 
opened the April issue of The One. 
With a surprised cry of "What?", or 
something like that, he leans for- 
ward, and stabs a finger at a news 
page. "You see this?" he says, point- 
ing at the piece entitled '12 Virgins 
Tied Up'. "Is this true?" 

It appears that our story, which 
states that Cannon Fodder is to be 
released on the Hit Squad budget 
label soon, was as much news to 
Sensible as it was to me and you. 
We answer to the affirmative. "I'm 
really quite disgusted," continues 
Jon, "because it shouldn't be on 
budget for at least a year." Off he 
slopes to have a disgruntled mum- 
ble on his own. 

So, just as we were considering 
that this month's World of Soccer 
work in progress was at a dead end, 
Jon remembers a new thing that 
they've done. Hurrah! It's all to do 
with post deflections which, appar- 
ently, were too predictable. "We've 
put some excellent post deflections 
in, so that when the ball hits the 
post it comes out at an unpre- 
dictable angle. It was a nightmare to 
do, but it works really well." It 
doesn't look like this feature will 
make it onto the International Edi- 
tion, though, because each new fea- 
ture requires extensive testing. 

"We like to put this sort of thing 
in at the beginning of a project," 
says Jon, "and then it gets tested 
automatically, because people are 
actually playing the game. It's not 
usually worth adding features which 
have been developed later on, no 
matter how good they are, in case 
there are any side effects. Like the 
heading in Sensi Soccer — that was 
put in at the very, very last minute. 

Ah, that makes sense. How many 
times have you played Sensi Soccer, 
and never quite realised that the 
computer never heads the ball? 




Grudgingly, Chris Xhappers' Chapman has knocked together some 
screenshots for us. partly to display the developments of their excellent- 
looking new game, but mainly to stop this feature looking dull and 
bland. Thanks, mate. Anyway, these shots (they're great, aren't they?) 
are intended to convey a match as played by a typical Sensible World of 
Soccer player. This is the league creator, which enables you to string 
together a number of human or computer opponents — just like in Sensi 
Soccer, but much more flexible, as it were. 



That's the reason — Sensible didn't 
have time to test the computer 
heading routine, so they didn't put it 
in. "We haven't had time this time, 
either," Jon continues, "but with 
World of Soccer we'll be able to do 
it. It's like the goalie in the original 
game. He used to punch the ball out 
of the goal; but in vl.1 we gave him 
the option of punching it, or picking 
it up. It's little things like that which 
make Sensi Soccer great. They don't 
make gameplayers go "Wow!" 
because they're too close to real-life, 
but they do add to the overall feel of 
the game." 

'There's loads more extras we're 
considering, as well," adds Chris. 
"Like standing headers to comple- 



ment the diving header; and an 
attack tackle, to get the ball off a 
player, without lunging into the 
tackle with both feet. 

Just as we're about to leave, Jon 
tells us that they're considering 
branching out into other forms of 
media. "We're going to produce a 
Sensible Soccer book, using the data 
from SWOS. Mike tells us that there 
will be more team data in SWOS 
than there is in anything else. So, 
we'll produce this book with all the 
world's soccer details in it, along 
with tips on how to play Sensible 
Soccer, and lots of other things as 
well. It's a sort of cross-over, so that 
it won't only appeal to computer 
users, but football fans as well. 




The league screen's typically similar 
to the Sensi league screen, with a list 
of teams playing, along with their 
results. (By the way, Chris so called 
Xhappers' Chapman, if you're read- 
ing this — and by god you'd better be 
— you'd better supply better grabs 
next month, or you're transferred 
outta here, right?) It looks like the 
team being "managed" is particularly 
sad — could you do better? 



"We want to become a bit more 
involved in mainstream things. Like 
with the Cannon Fodder single, we 
want to try to appeal to a broader 
range of people. We've got a very 
strong name in the computer game 
field, but our name means bugger all 
to those outside it." 

Trying to get a word in edgeways, 
I ask Jon where he sees Sensi Soccer 
going in the future? "I can't see us 
doing endless versions." he replies. 
"We could go out on a high, or we 
could do a Frank Bruno and keep 
staging a comeback. If you like, 
we've already won the World title 
with Sensi Soccer; so with the last 
one we really need to finish on top. 
Having said that, I think that Frank's 
got every right to go for the World- 
championship again..." 

Until next time... 
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The Liverpool defender has gained 
the honour of being the first player 
sent off in Sensible World of Soccer 
(so it was piesumably Julian Oicks, or 
Neil Ruddock. Great players, one and 
all). The ref only legs it onto the 
screen when he's booking somebody 
or awarding a free kick, otherwise he 
hangs around in the wings. 




Here. Chappers has selected not only South America, but also Argentina. 
"I. who's to argue with him. eh? Right, here are some Argentinian teams, 
id as you can see the red ones are computer controlled, the blue ones are 
jman controlled — just like In "ordinary" Sensi — while the cyan ones are 
le teams you're managing. (Hang on. are there really teams in Argentina 
:alled Deportivo Moron and Newell's Old Boy? Are there, Chappers? Eh? 
1? Or have you just made them up? - Simon) 





And here's another one: but this time 
it's Norwich City (Jon Hare's favourite 
team), and blow me if it isn't only a 
caution. They are all such talented 
artists the Canaries, never dirty. 
No not ever. (© The One Point- 
less Comments). 



P D Z O 



Sometimes it's hard to be a woman. Giving- ' 
all your love to just one man. Fortunately, 
there's tons of PD this month, so Matt 
Broughton shouldn't have quite as many 
problems -bringing you the latest and the 
greatest of what's on offer. 





SMIDGE 

Choice 

Software, 

Disk G257 



well, with eyes rolling and feet 
pedalling. The enemies are similar- 
ly well animated and have charac- 
ter and charm of their own. Oh 
yes, and they're lovely. 



We quite often get contacted by 
our mates in publishing compa- 
nies asking if we've seen anything 
interesting in development, but to 
be quite honest, if they had a 
quick shuffle through the odd bit 
of PD, I think they'd be surprised 
by the quality found there. 

Smidge is an astonishing piece 
of PD, and I say that well aware 
that PD is generally pretty damn 
impressive these days anyway. 
Smidge is a combination of Mario 
and James Pond (in both JP and 
Robocod) and at its simplest, is 
the same old platform game we're 
used to, with fruit to collect and 
little creatures asking for their 
heads to be jumped on. Of course, 
one look at the screen shots will 
show that the simple game play is 
accompanied by some of the most 
gorgeous cutesie graphics I've 
ever seen in PD stuff before 

The sound is lovely with little 
pings and 'oh no's as you run 
and leap across each level and 
Smidge is animated extremely 




The game also scores yet more 
points in the variety of play 
between each level, moving from 
simple platform japery to more 
task-based levels. In one early 
level, you have to rescue three lit- 
tle cutste penguins and guide 
them across the dangerous land- 
scape to an exit, while others are 
under-water swimming extra- 
vaganzas. Bonus levels with major 
coin collecting opportunities crop 
up occasionally and often hide 
lives and diamonds which should 
be collected pronto. 

Though ultimately nothing new 
to the world, Smidge is impressive 
simply due to the obvious time 
and thought that's gone into the 
overall character, feel and presen- 
tation of the game. 




In the words of a certain large 
man called David who has just sat 
by my side for one of his infamous 
quick goes, 'major games produc- 
ers could learn a lot from games 
like this." He's not wrong you 
know. But he is... large. Ha! 




KARATE 
MASTER 

F1 Licenceware, 

Disk F10110 

Regular readers may be aware that I'm 
a real saddy who goes on about his 
favourite Spectrum games of yesteryear, 
and for that I'm sorry (I still think that 
there were some corkers, though!) Any- 




way, the only real reason for mention- 
ing the Speccy is that this little PD lad 
got me all frothy when it first loaded up 
because it looked as though someone 
had finally done a decent conversion o ; 
one of my all-time favourites of all time. 
'You 'ain't seen nothin' yet', er... I mean 
Way Of The Exploding fist. Unfortu- 
nately, like many things in life, I was not 
only wrong, but quite wrong. 

Actually, that's a bit of a harsh com- 
ment because on its own it's not too 
bad — it's just that it could have been 
better. There's no plot to get in our way 
here, it's a simple matter of either beat- 
ing your mate up, or taking on the 
computer opponent in a good old 
punch up. 





e 



One thing I do like about this game is 
the fact that there are no unrealistic 
'sonic booms' or sudden 'turn into a 
large meringue and fly across the 
screen' special moves to get in the way 
of the violence — it's good old fash- 
ioned flesh and bone. Some of the 
moves are quite nicely performed, and 
generally you're treated to a half decent 
'collapse animation' when you get a 
good hit in — but that's not as easy as 
it sounds... 

The game falls down when it come 
to the actual fighting, due to the rather 
demanding' distance judgment. A cou- 
ple of pixels either way of your target 
and you miss, leaving you — having 
quite obviously hit him — having 'not 
hit him'. Apparently. 

This isn't too bad when playing 
against another human, as you're both 
likely to make much the same mistakes, 
but against the computer (who rarely 
misjudges) it becomes frustrating. There 
are also no blocking moves, which is a 
bit of a pain as you can't really do any- 
thing but be offensive whenever the 
computer steams in for the kill. 

The animations are quite nice, 
backed-up by some decent sampled 
hits, crunches and crowd cheers, while 
an overall martial arts master looks on 
and awards points to each player for 
their performance. 

One worthwhile feature that I am 
going to mention is the between level 
challenge that comes in the form of a 
'copy the Kata' game. What happens 
here is that a computer character per- 
forms three or four moves in sequence 
and asks you to try and copy it a few 
seconds later. Quite nice, I thought — 
and why not? 
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TASK FORCE 
17 Bit Software, 

Disk 299 

Task Force is an ambitious bit of PD that 
takes on the likes of Laser Squad and 
Sabre Team. To anyone unfamiliar with 
said games (and where have you 
been?) I'm referring to strategy games 
featuring teams of soldiers, controlled 
in an overhead turns-based situation. 

As is the norm in games of this ilk, 
before you do anything, you need to kit 
out your five brave lads with as much 
offensive and defensive gear they can 
carry. Perhaps the plasma gun interests 
sir? Or perchance a bazooka or some 
hand grenades? Whatever you fancy, 
you'll find it here somewhere, so kit up 
and move out. 

The game is actually played in four 
stages, the first being a movement 
phase, where you direct your troops 
across varying terrain using either the 
cursor keys or the on-screen cursor. You 
only have a set number of movement 
points per turn (shown at the base of 
the screen, along with your health, 
strength and defence points) and once 
you've used up all your points on one 
troop, you move on to the next, until all 
your team has finished moving.At this 
point you enter the second stage the 
firing phase. 

Depending upon which weapon your 
current soldier has. you have a varying 
range of fire, shown as a highlighted 
box. which can be moved onto any 
encountered bad guys and will inflict an 
amount of damage depending upon 
that soldier's skill, any armour worn, 



and the type of weapon used. Obvi- 
ously, something like a grenade will 
destroy an entire area, but it's therefore 
more expensive. The computer then 
takes its movement and firing phases, 
and then it's back to you (if you're still 
alive, of course). 




The missions (four available) are 
fairly simple (rescue someone from, 
somewhere, etc) but will be littered 
with tons of little nasty blokes to hurt 
in traditional computer game style. 

It's all very simple, but quite nicely 
done, and if you fancy a bash at this 
type of game for a change, but don't 
want to fork out for a big boy of ful- 
somely priced proportions, then this is 
your chance. 
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SPLODGE 




I feel it only fair that before we 
start I should warn you that this is 
a game created using the Shoot- 
'em-up construction kit.' Yes, I 
know, scary isn't it? Well actually, 
no. And that's the reason why I've 
mentioned it. Read on... 

Splodge came to me direct from 
the author, and though carrying 
no real documentation, or plot 
lines, caught my eye (not to men- 
tion my ears) with its quirky little 
character. I reckon that if Mind- 
scape or Kalisto read PD Zone, 
(which I'm sure they don't) they 




XMAS TIME 

17 Bit Software, 

Disk 2952 
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might be raising their collective 
eyebrows at the sight of what can 
only be described as 'Something 
from out of the Furries'. 

The game is fairly simple in con- 
cept, and revolves around rescuing 
a number of on-screen Furries, 
er... I mean Splodges, while avoid- 
ing the baddy-blue splodges that 
run around being nasty. You only 
need to touch the friendly lads to 
rescue them, and at the press of a 
button can fire a single bullet at 
any blue nasty unfortunate 
enough to be in front of you. 

To start with, the enemies are 
fairly easy to avoid (particularly 
the ones that just stand still) but 
as you progress through the lev- 
els, they start increasing in num- 
ber, not to mention scooting 
around the place like right nutters. 

The game is nothing worth 
shouting about, but it does fea- 
ture some nice animations and a 
few excellent samples. For some 
reason, though, every time you 
complete a level, you have to wait 
for about a minute before the 
computer notices that you're 
done, and then transports you to 
the next level — weird huh? 

Also included on the disk is a 
bonus game called Splodge 
Invaders which isnt bad either. 
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It's very rarely that people pro- 
duce truly silly games for no 
apparent reason, and it is there- 
fore with great pleasure that I 
present to you a game with dis- 
tinctly jingly-belled overtones — 
well you know me; always topi- 
cal, never tropical. 

When I sit down and load up 
these PD games, I never really 
know what sort of thing is about 
to appear before my eyes because 
many disks come without labels. 
You can probably imagine, then, 
how surprised I was when the 
bold intro stating that, "It is a 
time of chaos. It is a time of 
despair." didn't in fact turn out to 
be some moody shoot- 'em- up, but 
was instead a platform affair star- 
ring Santa and a load of jellies. 
And bunny rabbits. 

Apparently, not being content 
with appearing on out January 
front cover Santa has decided to 
increase his productivity and 
deliver as many pressies as possi- 
ble in record time. Of course the 
only problem is that he needs to 
collect the gift-wrapped bits of 
joy before he can get on with the 
task in hand. It is therefore down 
to you to take control of the 
aforementioned fat and jolly man, 
and make your way across a num- 
ber of platforms in an attempt to 
collect a set number of gifts 
before the clock runs out. 

The problem here is that the 
platforms can only be traversed in 
a set direction (shown by an 
arrow) either going up, down, or 
both. Gaps between platforms 
and bridges give access to other 
parts of the screen, but of course 
that's assuming you can avoid the 
nasty 'things' roaming the plat- 
forms in a threatening manner. 

Being a Santa of the 90's, you 
don't have to avoid everything if 
you don't want to, and can actu- 
ally give anything a thwack with 
your sack. Once bagged, the 
things' disappear for a while and 
appear again later. Yuletide gifts 
appear randomly around the 
screen, as do occasional diamonds 
and other point bonuses. 

Xmas Time actually reminds me 
a bit of Baldy — which some of 
you may remember appeared on a 
cover disk some months back 
now — with very simple game 
play, but enough silly appeal to 
keep you on it tor a while. I'd be 
lying if I said that you'll keep 
coming back to this, but then 
again I lie all the time. Look, I'm 
Marilyn Monroe. See? 
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PUNTERS 

Sanity Soft, 



ource 




Punters. Funny word isn'l it. Shame I'm 
not in a 'rhyming words' competition, 
because I'm sure I could come up with 
some hilarious winners. Oh well, never 
mind. Punters is actually four disks of 
splendidly put together gambling fun 
(it's not big and it's not clever though 
kids — Concerned parent Simon.) 

The overall presentation is excellent, 
with a menu page giving access to the 
five games on offer. Not all the games 
are obvious gambling games, but with 
each you can put a stake down on the 
chances of you winning. And the games 
in the frames are... 

Fruit Machine 

This is quite a nice little simulation, but 
having watched Simon and David waste 
their money for about a year now, I can 
tell you that it's a bit too 'nice' (ie. you 
never just get four lemons without 
some sort of fight!). As is always the 
case with fruit machines, it's the sub- 
games that draw your interest, and this 
one does quite nicely in that depart- 
ment, particularly with a simple Mas- 
terMmd game 

Blackjack — 

Not the 'get as close to 21' Blackjack 
most people know, but a decent little 
card game where you have to get rid of 
all your cards, following suit or the 
same value. There are several 'nasty 
cards' which bugger up your opponent, 
(ie. drop a black Jack, and your oppo- 
nent has to pick up 7 more cards) and 
though very simple, it can be quite 
vicious at times. 

Horse Racing — 

Pretty simple, really. You're given the 
details on the next race (distance, hur- 
dles etc) and the form and odds to be 
considered before picking your horse. 
Then just put down your bet and sit 
back while the little coloured blobs 
make their way across the screen. Par- 
ticularly good fun with multiple players. 

Othello — 

Pretty damn good artificial intelligence 
in this version, but at the end of the 
day, still only Othello — the game 
which takes a minute to learn but a 
lifetime to master. Or something 
like that. 



Mind it 
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underground... er cavern, contain- 
ing a number of small chambers, 
which house the strange crea- 
tures. You need to dig your way 
into these areas and get close 
enough to the nasties to inflate 
them into oblivion (strange way 
to die, dont you think?), watching 
out for the occasional bursts of 
flames from the dragons. 

The baddies don't stay put for 
long, and as time ticks away, start 
to move through the walls of the 
cavern in an intangible form. They 
come pretty well straight for you, 
and you need to be ready to give 
them tons of air as soon as they 
reform back in the chambers. You 
can only affect one bad guy at a 
time, and it takes a few seconds 
to kill each one so you need to 
avoid being in a situation where 
you've got more than two coming 
for you at any one time. 

There's not a lot more to tell in 
all honesty, as the games of my 
childhood always seemed to be 
incredibly simple (just look at kiss 
chase or, British Bulldog). Anyway, 
if you fancy a plod down Memory 
Drive (second left after the end of 
Memory Lane at the junction with 
Nostalgia Boulevard) this is as good 
as you could ask for. Now if only 
someone would program an Amiga 
version of Mr Do... 



Yahtzee — 
Again, quite 
Yahtzee. 



well done, but only 




Overall, this is an excellent package 
and well worth a fiver, particularly if 
you've ever fancied a decent version of 
Yahtzee or Othello. The horse racing 
game is particularly worthwhile if you 
ever get into a situation where a few 
mates are drunk and fancy being sad 
and silly at the same time, while the rest 
are (un time wasters if you're on your 
own. With no friends. And no life. 

I would also recomend that would-be 
programmers check out the source 
code for an extra fiver as there's some 
real smart stuff to be found in the milky 
depths within. 
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DIGGER 

Epic /marketing, 

One of my favourite teenage pas- 
times (and frankly one off the few 
I'm prepared to talk openly 
about), was the consumption off 
large bags of chips, covered in tons 
of salt, pepp«r and vinegar (I bet 
your mouths are watering 
already). This was made doubly 
excellent by the fact that my local 
chippy always had top arcade 
machines which, for the handsome 
sum of 10 pence, opened up excit- 
ing new worlds to deprived kid- 
dies like myself. 

Phoenix and Calaxians were 
often the order off the day, but 
even better than that was Dig 
Dug. As you might imagine, it was 
then with some jubilation that I 
received Digger — a jolly faithful 
conversion. But without the chips. 

In case you're not an old crusty 
like myself. Dig Dug was (and 
thanks to PD, still is) a simple old 
game based around the rather odd 
concept of inflating dragons with 
a bicycle pump until they explode. 
The screen starts off with an 
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ADDRESS 
YO'SELF 
TO THESE 
PDs. 

• 17 Bit Software, 1st Floor 
Offices, 2/8 Market Street, 
Wakefield WF1 1DH. 
Telephone: (0924) 366982. 

• Epic Marketing. First Floor, 
31 Farringdon Rd, Swindon 
SN1 5AR 

• Choice Software, 
144 London Road, 
Sheffield. Tel: 0742 555894 

• F1 Licenceware, 31 
Wellington Road, Exeter, 
Devon EX2 9DU 
(Catalogue disk now availabl 
by sending a disk and a 75p 
stamp.) 

• Mean 18 PD, 11 Orkney 
Close, Stewkley, Leighton 
Buzzard, Beds LU7 OTF 

• Sanity Soft, 217 Albert 
Road, Aston, 
Birmingham B6 5NA. 
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^/lese gomes are NOT Public Domain 
or Shareware! 

They are ALL 1993 Copyrighted games 
mHes i 

Adventures, Puzzlers, Platformers, Sports, 
Shoot-em-ups, Beat-em-ups, etc... 
Some of these games were MEGA-HITS 

FUTURE SOFTWARE 
8, Magnolia Park, Dunmurry, Belfast 
BT17 0DS 
ALL AMIGAS - 1 MEGABYTE 
MINIMUM 
Fast Despatch on orders. 
Overseas add C2.00 




AMKiA TIPS AND 
CHEATS BOOKLET 

Over 200 past mid present 
games covered 
Onlj E2.95 
iiielud.Mi* postage and packing 

Please make cheques/p.o. 
pav hie to: S.Forde 



Feather stones i 
Penhallou House, 
33 Carbery Avenue, 
Southbourne, Bournemouth, 
Dorset. BH6 3LN 



Sho 




DEPT THOSSC Unit 3, Cross Keys 
pplng Moll, St Neots r Cambridgeshire 
PE19 2AU 
HONE ORDER UNI: 090* 379950 
FAXi 0908 277143 



EDER HOTIINI 
1908 379351 



BLANK DISKS 



RECYCLED COVER 
DISKS 



DS/DD 



D5/HD 



50 -£10.99 
100-E20.00 
250 - £45.00 
500 - £85.00 
1000 -£150.00 



50 -£16.00 
100 -£30.00 
250 - £70.00 
500 -£135.00 
1000 -£255.00 



50 - £22.00 
100- £40.00 
250 - £90.00 
500 -£170.00 
1000- £320.00 



All Our Disks Include FREE Labels 
We will not be beaten on Prices 



varks Computers. 

11, The Mailings. Alma Road. 
Roihcrham. South Yorkshire Sou Zi\ 

Tel: (0709) 837488 10am-6pin 



P't'jw makr cheque* and P.O. payablt to: 
DIRECT SOFTWARE DEPARTMENT THOOSSC, UNIT 3 CROSSKEYS SHOPPING MALL. 
ST NEOTS. CAMBRIDGESHIRE PE19 2AU 

UK MAINLAND - DELIVERY FREE 

OTHtlt ARIAS ■ PUKES ON APPUCA TION 
AH pa/Mi art i»nl out 0, rrronfM drfiwry All itrmi t uh,«r lo aradANrry. AJI prttn iwftjKl to (Aanfl* *ffr.owt nelkf 

tkOt PFeair a'low for chrw* UMnrm. 
So** garni may nor or nkiwd at Umt of going ro ortu. 
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To reach 
an untapped 
Market & to 
advertise your 
products & services 
call Robin on :- 
071 972 6700 
Ext 2432 
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Date: 

Name: 

Address: 



Postcode: 



Tel No: 



You've got a PC, the best games machine ever created. 

Now, at long last, comes PC GAMES, the best games magazine ever created. 

Inside its 132 bulging pages, you'll find more reviews, previews and tips 
than you could ever believe humanly possible, including an exclusive behind-the-scenes look 
at the making of Origin's BIOFORGE, the latest and greatest game from Richard 'Mr Ultima* Garriott. 
And maybe - just maybe - it'll have the first ever review of DID's incredible INFERNO. 

And disks? You want disks? Okay, how about two meaty high-density floppies packed with goodness, 
including fully-playable and totally exclusive demos of the stunning TIE FIGHTER 

and the equally fab HEIMDALL 2? 





So there you have it. PC GAMES. 
I know we're bound to say this, but it'll be brilliant 

No, really. 



PC GAMES 

It's all about games. On the PC 
On-sale May 6th, price £3. 95. 




MAY 1992 - SOLD OUT! 
JUNE 1992 - SOLO OUT! 
iULY 1992 

ON THE DISKS! Playable demoi of Red Zone 
and Galactic plus FIVE complete PD game*: 
Battlements, Dragon Tiles. MegaTron, 
Omega Race and Hollywood Trivial 
WIPPED! Lotus 3, Wing Commander and The 
Carl Lewis Challenge! 

REVIEWED! Lure of the Temptress, Monkey 
Island 2, Ishar, Striker. Championship 
Manager and many mora! 
TIPPED! Player's guides to Parasol Stars. 
Epic. John Madden Football and Eye of tha 
Beholder 2t 

PLUS! The One games challenge! 
AUGUST 1992 - SOLD OUT! 
SEPTEMBER 1992 

ON THE DISKS! Playable demos of Premiere, 
Tiny Skweeks and Match of the Day. 
Flashback preview and three PD games: 
War. Nebula and Croak! 
WIPPED! Second Samurai, Flashback and 
more on Frontier: Elite 2! 
REVIEWED! Premiere, MegaTraveller 2, Guy 
Spy, Fascination, Beast 3 and many more! 
TIPPEDI Player's guides to Graham Taylor, 
Civilization and Fire & Ice (pt 2) and the on- 
going solution to Monkey Island 2! 

OCTOBER 1992 

ON THE DISKS! Three disks this month, con- 
taining playable demos of Assassin, KGB 
and Fireforce plus 2 PD games! 
WIPPED! The Chaos Engine, Legends Of 
Valour and the final instalment of Frontier! 
REVIEWED! Putty, The Humans, Aquatic 
Games, Lotus 3, Zool and many more! 
TIPPED! Player's guides to Dune and Lure of 
the Temptress, the start of a complete solu- 
tion to Eye of the Beholder 2 and the last 
part of the Monkey Island 2 solution! 
PLUS! Those end-game sequences revealed! 
Westwood Studios interviewed! 

NOVEMBER 1992 

ON THE DISKS! Demos of The Chaos Engine 
and Lionheart plus five PD games! 
WIPPED! Street Fighter 2, Gunship 2000, 
Darkmere and Desert Strike) 
REVIEWED! Wing Commander, Road Rash, 
Legend of Kyrandia and many morel 
TIPPED! Complete solution to Hook and the 
second part of the Beholder 2 solution! 
PLUS! Sensible Software interviewed! 

DECEMBER 1992 

ON THE DISKS! Playable demos of Sensible 
Soccer V1.1, No Second Prize. McDonalds 
Land and Creatures plus a preview of 
Street Fighter 2 ! 

WIPPED1 Superfrog, Star Trek and WWF 21 
REVIEWED! Legends of Valour, No Second 
Prize, McDonalds Land, BC Kid, Nigel 
Mansell. Lethal Weapon and many moral 
TIPPED! Guides to Zool and Wizkid plus the 
last part of the Beholder 2 solution! 
PLUS! The A1200 revealed! Richard 'Mr 
Music' Joseph interviewed! 

JANUARY 1993 

ON THE DISKS! Psycho Game - a complete 
game specially written for The One by 
Bullfrog - along with playable demos of 
Gunship 2000 and Dalek Attack plus a pre- 
view or Archer Maclean's Pool! 
WIPPED! Microcosm and Dracula on CD, 
Dune 2 and Superhero' 
REVIEWED! Indy IV graphic adventure. 
Street Fighter 2, Cool World. KGB, 
Waxworks and many morel 
TIPPEDI Guides to Wing Commander, the 
start of a complete Legend of Kyrandia 
solution and a complete solution to Dizzy: 
Prince of the Yolkfolk! 
PLUS! 1993 previewed! The One awards! 
Stunning Dave Gibbons cover! 

FEBRUARY 1993 

ON THE DISKS! Playable demos of Darkseed, 
Universal Monsters and Superhero! 



Being a person of discerning taste you are no doubt a 
regular reader of The One, the bible of all that's tops in 
the heady world of Amiga games. But even so there may 
well be embarrassing gaps in your collection. Maybe you 

didn't start reading The One until recently, or perhaps 
you didn't start reading at all until recently or maybe the 
newsagent simply ran out of stock - in which case why 
didn't you place an order? 
Whatever, here's your chance to fill in those gaping 
voids in your magazine-related life. Below you'll find 
listed all those lovely issues of The One stretching back 
to May of last year, complete with detailed descriptions 
of their contents. Be warned that many of them have 

sold out - we're just so damn popular! 
To order fill in the coupon below, write out a cheque or 
postal order for the required amount and send it to: The 
One Back Issues Dept. Tower Publishing, Sovereign Place, 
Lathkill Street, Market Harborough LE16 9EF. 



WIPPED! Space Hulk, Chuck Rock 2 and 
Ambermoon! 

REVIEWED! The Chaos Engine, Dragon's lair 
3, WWF 2, Darkseed and many more! 
TIPPEDI Player's guides to Street Fighter 2, 
Sensisoccer VI. 1, Sabre Team and Fireforce 
plus the on-going Kyrandia solution! 
PLUS! Commodore's ex-boss Kelly Sumner 
interviewed! 

MARCH 1993 

ON THE DISKS! Playable demos of 
Superfrog, Flashback, Prime Mover and 
Woody's World, plus a complete PD game: 
Oblivion! 

WIPPED! Liberation: Captive 2, Woody's 
World, Ishar 2, Blastar and amny more! 
REVIEWEO! Body Blows, Lionheart, 
Flashback, Transarctica, Walker, Lemmings 
2 and many morel 

TIPPED! Player's guide to Legends of 
Valour, complete solutions to Indy IV 
adventure and Future Wars and the last 
part of the Kyrandia solution! 
PLUS! Ten good reasons to buy an A1200 
now! Dino Oini interviewed! 

APRIL 1993 

ON THE DISKS! Playable demos of FA 
Premier League (collector's item)), 
Abandone Places 2 and Beavers, plus two 
PD games: Transplant and PacMan Deluxe! 
WIPPED! Batman Returns, Cyberspace, 
James Pond 3. Lost Vikings and many more! 
REVIEWED! Superfrog, Arabian Nights, 
Chuck Rock 2, Abandoned Places 2, Desert 
Strike and many more! 

TIPPEDI Complete solutions to Darkseed, 
Dragon's Lair 3 and Indy III, plus the start 
of guides to KGB and Bill's Tomato Gamel 
PLUS! X-Wing on Amiga revealed (but it's 
actually an April Fool's joke). 



MAY 1993 - SOLD OUT! 
JUNE 1993 

ON THE DISKS' Blaster!, a specially-written 
full game for The One, plus a playable 
demo of Nippon Safes and two complete 
PD games: Alien Bash and Tractor Beam! 
WIPPED! Bubba 'n' Stix, Realms of 
Darkness, Innocent Until Caught, 
Maelstrom and many more! 
REVIEWED! Goal!, Super Cauldron, Ancient 
Art of War In the Skies, Legend 2, The Lost 
Vikings and many morel 
TIPPED! Player's guide to Lionheart and 
Chuck Rock 2 plus the completion of the 
solutions to KGB and Chaos Engine! 
PLUS! We tell you how to get into the soft- 
ware business! 

JULY 1993 - SOLD OUT! 

AUGUST 1993 

ON THE DISKS! Trex Warrior, a full game 
from Thalion written for The One, plus a 
playable demo of Ishar 2 and Snakes and a 
complete PD game: Wibble World Giddy! 
WIPPED! Total Carnage, TFX, Beneath the 
Steel Sky, Utopia 2, Brutal Sports Football 
and many more! 

REVIEWED! Deep Core, Sim Life, Whale's 
Voyage. Battle Isle '93 and many more! 
TIPPED! Guide to Dune 2, Gunship 2000 and 
Reach for the Skies, the Abandoned Places 
2 complete solution continues while the 
World Of Legend solution starts! 
PLUS! The CD32 is unveiled! Amie s raw 
deal I 

SEPTEMBER 1993 
ON THE DISKS! Playable demos of 
Overdrive, Bubba n' Stix, F117a Stealth 
Fighter. Deep Core and Suburban 
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THE ONE BACK ISSUES OFFER! 

Please send me the following back issue(s) of The One: 

Quantity m »i w h»« 

I enclose a cheque/postal order made payable to EMAP Images for £ 

(Rates per magazine: UK - £5.99; Europe - £6.50 Overseas - £8.50) 



n 
i 
i 
i 



Name:.... 
Address: 



nt»»*»lt4*M*tt*M*t4 ♦ M»»4*IIM*tM 



H l llHM H 



Post code:. 



Commando! 

WIPPED! Last Action Hero. Micro Machines, 
Alfred Chicken, Theatre of Death, Seek & 
Destroy, Oscar and many more! 
REVIEWED! Soccer Kid, Hired Guns. Diggers, 
Premier Manager 2, Yol Joel. Blob. The 
Patrician and many morel 
TIPPED! Complete players guide to 
Syndicate and War in the Gulf, a complete 
solution to Transarctica, the start of the 
Ishar 2 solution, the ongoing Abandoned 
Places 2 and Worlds of Legend sagas! 
PLUS! More CD32 info! 

OCTOBER 1993 

ON THE DISKSIPIayable demos of Space 
Hulk, Alfred Chicken and Burning Rubber! 
WIPPED! Mortal Kombat. Elfmania, 
Evolution, Won del Dkj Fl and m.iny rnofi" 
REVIEWED! Space Hulk, Jurassic Park, 
Overkill, Micro Machines, Alfred Chicken, 
Blastar, Disposable Hero. Burning Rubber 
and many morel 

TIPPED! Complete players' guide to Diggers, 
Beastlord. Wibble World Giddy, The 
Patrician. Goal! and more of the Ishar 2 and 
Worlds of Legend solutions! 

NOVEMBER 1993 

ON THE DISKS! 3 Disks again, featuring 
playable demos of Uridium 2, Hero Quest 2 
ana Seek and Destroy, along with two com- 
plete PD games! 

WIPPED! Body Blows Galactic. King's Quest 
VI. Rally. Rise of the Robots, Seventh Sword 
of Mendor and many morel 
REVIEWED! Brutal Sports Football. 
Cardiaxx, -Oonk. Frontier: Elite 2, Qwak and 
many more! 

TIPPED! Hired Guns, Alfred Chicken (part 
one). Space Hulk (part one), Ishar 2 (part 
three) and many more! 
PLUS! The programmers talk to us! DMA 
Talk to us! Find out how we make The One! 

DECEMBER 1993 

ON THE DISKSIPIayable demos Alien Breed 
2, Brian the Lion and Bob's Bad Day! 
WIPPED! Heimdall 2, Reunion, Theme Park 
and many more! 

REVIEWED! Cyberpunks, F117ASTealth 
Fighter, Cannon Fodder, Alien Breed 2, 
Body Blows Galactic, Liberation, Magic Boy, 
Perihelion. The Settlers and many more! 
TIPPED! The end of the Ishar 2 solution! 
Body Blows Galactic, Alien Breed 2, Space 
Hulk (part 2), MASSIVE Frontier players' 
guide, the complete solution to The Secret 
of Monkey Island and many more! 
PLUS! Find out how they make Games 
World Live! as we spend a day with them! 

JANUARY 1994 

ON THE DISKS! Galactic: The Xmas Remix - a 
complete game from Stavros Fasoulas - 
plus a demo of Zool 2 and a complete 
A1200-only PD game! 
WIPPED! Universe, Cool Spot, Dennis ft 
Gnasher and Heimdall 2 Part 2! 
REVIEWED! Mortal Kombat, Zool 2, T2, 
Microcosm, Bubba 'n' Stix and loads more! 
TIPPED! Player's guides to Body Blows 
Galactic, Combat Air Patrol, Jurassic Park 
and bundles more! 

PLUS! The programmers of Liberation 
speak! Massive preview of EVERY game 
scheduled for release in 1994) 

FEBRUARY 1994 

ON THE DISKS! Playable demos of Beneath 
A Steel Sky and Super Methane Bros! 
WIPPED! Skeleton Krew, Zeewolf. 
Magician's Castle. Out To Lunch. Super 
Methane Bros and Heimdall 2 Part 31 
REVIEWED! Coot Spot. Brian The Lion, Seek 
ft Destroy, F1, Castles 2, Simon The 
Sorceror, Campaign 2 and many morel 
TIPPEDI Mortal Komb.it i finishing moves 
revealed, the start of complete solutions to 
Star Trek and Simon the Sorceror, secret 
spell recipes for Wii n" Lii plus much more! 
PLUS! Exclusive news about Rebel Assault 
and Day Of The Tentacle on CD32! The One 
team star in their own computer game - 
Snackerama! 



Mease allow 2t day* for ordor* to be fulfilled upon receipt of request. All order* ere tubfect to avail- 
eblltty - ell titles shown are available at the timet of the l»tu> going to pre** (exept those marked 
Sold Outr. obviouily). 



TO THE ONE TO 

ONE FREE! 





Fed up? Bored? No social life? Then fear not, dear reader, for we have the answer to all your 
problems. It's called The One and it's available without a prescription from most good 
newsagents. As every discerning Amiga owner knows, The One is Britain's biggest and best 
Amiga games magazine. Every month The One gives you: 

# The hottest news and the best exclusives - you'll know 
about it first because we know about it first! 

# In-depth and unbiased reviews of all the latest releases! 

# Regular hints, tips and cheats to help you get the most out 
of your games! 

# Comprehensive coverage of the PD and budget 
games scene! 

# The best and most exclusive demos in the business! 

# The odd crap joke and a spelling mistake or two! 

Brilliant eh? But because every issue is always jam-packed full of meaty goodness we tend 
to sell out pretty quickly, so crumbly old slow-coaches may well miss out. We don't want 
that - and we're sure you don't either - which is why we've come up with a brilliant new 
subscription offer. 

Not convinced? Then here are just a few reasons why subscribing to The One is becom- 
ing the biggest craze to sweep the nation since chasing a massive wooden hoop down the 
road with a stick. 

# You get one of these fantastic Team 17 games for the 
grand sum of no pence sterling! 

# You guarantee your copy of The One every month! 

# Your copy delivered to your doorstep free of 
charge - before it's available in the shops! 

There really is only One magazine you need. Subscribe now and claim your Team 17 game. 



• Overdrive 

Take the driver's seat in 4x4's, Buggies, Supersports 
and G.P. Cars and race aroung twenty gruelling 
courses across live different terrains. 
Overall Score 83%. Worth £25.99. 

• SPECIAL EDITION DOUBLE PACK 
Alien Breed Special Edition 

"II you didn't pick up Alien Breed the first time 
around then buy this Special Edition now." 
David Upchurch, The One January 1993. 
Overall Score 88% 
Project X Special Edition 

"If you don't already own the full-pricer then don't 
buy another game until you've snapped up this." 
Simon Byron, The One August 1993. 
Overall Score 92%. 
Worth £21.98. 




• Body Blows Galactic 

"Just about the best beat-'em up available." 
Simon Byron. The One January 1 994. 
Overall Score 87%. 

Worth £29.99 A1200, £26.99 A500/600. 

• Alien Breed 2 

"Alien Breed 2 truly is one of the best arcade 
blasters available... terrific fun to play." 
Simon Byron, The One December 1993. 
Overall Score 91%. 

Worth £29.99 A1200, £26.99 A500/600. 

• Superf rog 

"Glumphl" 

David Upchurch. The One April 1993. 
Overall Score 93%. 
Worth £26.99. 



THE 




YOU'VE NEVER HAD IT SO GOOD! 



A Subscription to The One 
(12 issues including postage) 
costs only: 

U.K r BFPO £47.40 
Overseas - Surface mail £49.00 
Europe, Eire - Airmail £50.00 
Overseas - Airmail Zone 1 £75.00 
Overseas - Airmail Zone 2 £83.00 

Your software choice is mailed separately 
to your first issue. Please allow 28 days for 
fulfilment. 

FREE SOFTWARE IS ONLY AVAILABLE TO U K RESIDENTS. 
OFFER CLOSING DATE 27TH APRIL 1994. 



To place your order simply complete the coupon below and send to; Tower Publishing, Tower House, Sovereign Park, Lathkill St, Market 
Harborough, Leicester LE16 9EF. Or call our CREDIT CARD HOTLINE on (0858) 468888 quoting appropriate free game source code. 

[the" 6 i\i e~a aaTg a "sVbYcrTpti o~n~ order'foraa 1 

SUBSCRIPTION RATES (12 issues including postage) 
(Please tick) 

■□ 



□ 



£47.40 UK/BFPO 



£75.00 OVERSEAS ZONE l AIRMAIL 



—I f50 AIRMAIL EUROPE/EIRE 
—J £83.00 OVERSEAS ZONE 2 AIRMAIL 



□ 



£49.00 OVERSEAS SURFACE MAIL 



METHOD OF PAYMENT 

(Please tick) 



CREDIT CARD 



J 



CHEQUE 



□ 



P/0 / INTERNATIONAL MONEY ORDER 



j Make cheques payable ti 
I Card no: 






















Expiry Date : 



Signature: 
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! Q 

| -J ALIEN BREED 2 (A1200) Source Code E17 

| d ALIEN BREED 2 (A500/600) Source Code El 2 

I NAME: 

I 
I 



PLEASE SEND ME THE FREE SOFTWARE OF MY CHOICE (please tick one box) (Otter available to UK residents only): 



X 



BODY BLOWS GALACTIC (A500/A600) Source Code El 1 



OVERDRIVE (ALL AMIGAS) Source Code El 3 



Q BODY BLOWS GALACTIC (A1200) Source Code E16 

SUPERFROG (ALL AMIGAS) Source Code E 1 4 
LJ PROJECT X SPECIAL EDITION & ALIEN BREED SPECIAL EDITION. E15 



ADDRESS: 



i ............... 



POSTCODE: TELEPHONE. 



I 

' PLEASE SEND THIS COUPON TO: 

I TOWER PUBLISHING. TOWER HOUSE. SOVEREIGN PARK, LATHKILL ST, MARKET HARBOROUGH, LEICESTERSHIRE, LEI6 9EF. Tel. : (0858) 468888. 

1 Please allow 28 days from receipt of order for fulfilment. Your subscription will start from the next available issue unless otherwise specified. 

: Free software subject to availability. In the unlikely event that your choice should become unavailable we reserve the right to offer an alternative game. 
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RECOMMENDEp 

Well, well, well, this is the second month on the trot that only two games 
have managed to impress us enough to get into this, one of the most exclu- 
sive little clubs you're ever likely to find at the back of an Amiga Games 
magazine. Why. because we're choosy, that's why. All the games in 
Recommended are properly dressed at all times, and wouldn't dream of 
wearing jeans in the billiards room. No. The hoy-poloy with scores under 85 
percent are all standing outside with their grubby little faces pressed up 
against the library window. I say, clear-off you oily-ticks! 



Alfred Chicken 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Mindscape 
October 1993 
1Mb 
£26.99 



Although not as good-looking as some ol the recent 
(lock ot platform games. Alfred scores over many of Its 
rivals by simply being incredibly playable. There are 
tons of secret rooms and bonuses to find and. 
generally speaking, you'd be hard pushed to find a 
better no-nonsense platform romp. 




Q^^Q Body Blows Galactic 



Alien Breed 2 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Team 17 
December 1993 
1Mb 
£26.99 



91°/o 



88°/c 



Team 17 return to familiar territory with this, the sequel 
to the game that first established the company as one 
of Britain's leading Amiga developers. It's more of the 
same Gauntlet-esque bug-hunting action basically, but 
bigger, busier and blastier. Some have complained It's 
too easy though... 

Battle Isle '93 

Blue Byte 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



August 1993 

1Mb 

£29.99 



If you liked Battle Isle you'll love this. It's basically 
more of the same but with an enhanced control 
Interface ripped from Historyline. Once again you have 
to pit your armies of tanks, troops and spaceflghters 
against the enemy. For those of us who thought we'd 
never enjoy a strategy game It's a godsend. 

Beneath a Steel Sky 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
November 1993 
1Mb 
£29.99 
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Publisher: Team 17 

Issue Reviewed: December 1993 
Memory: 1 Mb 

Price: £26.99 

Yet another sequel from Team 17 which does for street 
flghtin' what Allen Breed 2 does lor bug huntln'. Body 
Blows Galactic is the business, boasting much 
smoother animation — the characters no longer move 
like the puppets from Thunderblrds • faster action, 
animated backgrounds and enhanced sound effects. 

Brutal Sports Football 

Publisher: -Millennium 
Issue Reviewed: November 1993 
Memory: 1 Mb 

Price: £26.99 

It's been a long time since Speedball 2 set the pace In 
fantasy sports games, and while Brutal Sports Football 
doesn't quite make the Bitmap game obsolete it's a 
worthy companion piece. It's extremely violent, with 
spurts of blood flying everywhere and even the 
occasional decapitation! You have been warned... 



Bubba 'n' Stix 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Core Design 
January 1993 
1Mb 
£25.99 



Revolution's latest has been produced in collaboration 
with comic artist Dave Gibbons, and if ever there was a 
match made in heaven, then this Is It. The result is a 
stunning graphic adventure which might lack 
humour compared to Monkey Island — but more 
than competes In every other department. 




Another platform game from Core Design? Surely not! 
We shouldn't moan though, especially if there as well 
done as Bubba 'n' Stix. Yes, It's a bit short, but it's 
beautifully programmed, the graphics have a vividness 
not often seen on the Amiga and there's a brilliant vein 
of humour running through it all. 



Cannon Fodder 

Publisher: Virgin Interactive 

Issue Reviewed: December 1993 
Memory: 1Mb 
Price: £29.99 

War, according to the Sensible boys, has never been so 
much fun. and we have to agree — Cannon Fodder is 
one of the most enjoyable games we've played in 
yonks. It may look like a fairly simple run around and 
blast affair, but there's a surprising amount of strategy 
needed H you're to make it through to the end. 



RECOMMENDED 



Ch'ship Manager Italia 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Intelek 
March 1994 
1Mb 
CI 7.00 



89% 



Although (he main difference between this and the 
other Championship Manager games Is that you get to 
take control of clubs with funny names, the reduced 
price and running speed routine earn this a 
respectable mark. Novices may have a bit of trouble 
getting to grips with it but for the rest of us it's tab. 




Dune 2 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
July 1 993 
1Mb 
£30.99 



90% 



From Westwood. the people who brought you the 
highly regarded Kyrandla, comes this, a very playable 
and beginner-friendly strategy game in the Sim City 
mould. Harvest spice, fight rival houses, become ruler 
of Arrakls and have fun. This is good stuff for strategy 
buff and novice alike. 




F1 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Domark 
February 1 994 
1Mb 
C2S.99 



90% 



From the French geezers who brought you Vroom 
comes this, the official F1 licence. To be honest it's 
basically Vroom all over again but slightly raster, (as if 
It needed to be!) and with a superb two-player mode. 
Although not slm enough to satisfy a real Fl buff, it 
offers incredible thrills and spills to the arcade lover. 




Frontier: Elite 2 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



GameTek 
November 1993 
1Mb 
£34.99 



96% 



We've waited a long, long time for this, but it's been 
worth every minute of It. Frontier is, quite simply, the 
game you bought your Amiga for. Admitted it's not the 
most 'beginner friendly' game ever, and It takes a 
while to get Its hooks Into you, but when It does It 
won't let go for years. A must buy. 



Fury of the Furries 



' »«** 0*» — t-fl 



90% 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Mindscape 
January 1993 
1Mb 
£29.99 



A puzzle/platform game very similar to The Lost 
Vikings, Fury ot the Furries offers 100 levels of mind- 
bending, reflex-testing action as you use your three 
cute Times in various permutations to reach each 
stage's exit. Believe us, It's as addictive as hell. 



Genesia 

Publisher: 

Issue Reviewed: 

Memory: 

Price: 




90% 



90% 
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89% 




Gunship 2000 

Publisher: MlcroProse 

issue Reviewed; July 1993 

Memory: 1 Mb 

Price: £34.99 

Have we had to wait for this onet Oon't worry, 
though, it's been worth it. Once again the 'Prose 
people have come up trumps with what Is 
undoubtedly THE helicopter slm on the Amiga, 
Super-fast contoured landscapes, wlngmen, oodles 
of firepower and long-term challenge make this any 

Heimdall 2 

Publisher: Core Design 

Issue Reviewed: April1994 
Memory: 1Mb 
Price: £34.99 

Heimdall 2 is without a doubt, the best of its kind. Its 
got |ust the right balance between action, adventure 
and puzzle solving with a smattering of humour In all 
the right places. Blood, runes, ores and great dollops 
of magic will keep you on Loki's trail, in the company 
of a fetching Valkyrie, name of Ursha. 

Hired Guns 

Publisher: Psygnosis 
Issue Reviewed: September 1993 
Memory: 1Mb 
Price: £29.99 

You may not think you like RPGs but If so then you 
probably haven't played Hired Guns — It truly is an 
RPG for everyone. Using a Dungeon Master-style 
control system you must guide four futuristic 
mercenaries around complexes blasting all and 
sundry and solving puzzles. Violent and fun 

Jurassic Park 

Publisher: Ocean 

issue Reviewed: October 1993 

Memory: 1 Mb 

Price: £26.99 

An Ocean film conversion with not a platform In 
sight? Shurely shome mishtake? Nope — taking a 
pinch of The Chaos Engine and mixing It with a 
couple of spoonfuls of Legends Of Valour, JP turns 
out to be a game worthy of the licence, with arcade 
action a plenty. Deserves to be a smash. 



94% 




88% 90% 



Mindscape 

January 1993 
1Mb 
£29.99 



This is a huge 'society building' game vory similar to 
The Settlers. Starting off with a tiny tribe of people, 
you must use their various skills to build a thriving 
civilisation. It's not as easy to get Into as The Settlers, 
but offers greater rewards for those who persevere. 
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0 Liberation: Captive 2 



Publisher: Mindscape 
Issue Reviewed: December 1993 
Memory: 2Mb (CD32 only) 

Price: £34.99 

Yes! Here it Is — the first CD32 game to enter the 
Recommended Hall Of Fame. And deservedly so — 
Liberation is a brilliant, atmospheric RPG with one of 
the sexiest intros you're ever likely to see that really 
shows off Commodore's capabilities to the full. 



The Lost Vikings 

Publisher: Interplay 
Issue Reviewed: June 1993 
Memory: 1Mb 
Price: £25.99 

The Lost Vikings is an arcade adveniure.You have 
three characters under your control, each of which 
has different abilities, and you have to use them In 
the right order to solve the puzzles. We reckon 
it's one of the best of last year's releases. 




RECOMMENDED 



Mega Motion 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Black Legend 
April 1994 
512K 
£19.99 



86% 



90% 
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One ot Ihe most rewarding and brain-leasing games 
we've played for ages. The concept is simple and the 
animation tab. It reminds us a bit of Boulderdash but 
it's not derivative. Only available as part of a two-pack, 
the other game being Statix which we rate at 84% and 
|ust misses its own entry. Stonklngly good value. 
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Microcosm 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Psygnosis 
January 1993 
2Mb (CD32 only) 
£TBA 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Codemasters 
October 1 993 
1Mb 
£25.99 



No-one guessed that the Codies would beat Team 17 
in the top-down racer Grand Prii but by golly they 
havel Although Micro Machines isn't quite as groovy 
in one-player mode as Overdrive, it compensates for 
this by having the best two-player action you're every 
likely to see. It's got to be played to be believed. 



Mortal Kombat 

Publisher: Virgin Interactive 



Issue Reviewed: 

Memory: 

Price: 



January 1993 

1Mb 

£34.99 



Overkill 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Mlndscape 
October 1993 
2Mb(A1200 only) 
£25.99 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Gremlin 

September 1993 

1Mb 

£25.99 



86% 



88% 



Okay, so basically it's little more than a basic 3D 
shoot-'em-up in the Space Harrier mould, but as far as 
3D shoot-'em-ups go it's just about the best-looking 
one you could possibly imagine. And it plays pretty 
well too, although the joypad don't half make your 
thumb sore. All it really lacks is variety. Ah well. 

Micro Machines 



89% 



87% 




89% 



Top marks to Virgin and Probe Software for coming up 
with arguably the most accurate coin-op conversion 
seen in a long time. Everything from the arcade 
original is here - the graphics, the sound and, most 
importantly, the gameplay ('the gore' surety? — Ed). 
Could rank as the best beai-'envup on the Amiga... 




89% 



90% 
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88% 



An Al200-only game which actually makes use ot all 
the 32 bits, Overkill Is the most Intense blaster you're 
ever likely to come across. It's basically Defender with 
a few gameplay tweaks, so for shoot-'em-up purists 
it's the equivalent of heaven. May be a bit short for 
some though. 

Premier Manager 2 




90% 



i mil r ilia 

•.aft., y ■aiHIHt 

no «ib mm 11 ic « >• 
• ••in i .1 "i - 
ti ••mi ■■■■■Pit* l» 

1 *"» lAfCKI HO* it 




It's not every day you heart us raving about a football 
management sim, so when we do you can bet it will be 
pretty special — as Premier Manager 2 Is! It's full of 
features and options, yet still marvellously easy to 
get Into and play. If you fancy taking your team to 
the top of the league then here's where to come. 




89% 



Puggsy 



Publisher: 



Psygnosis 



Issue Reviewed: March 1994 
Memory: 1Mb 
Price: £34.99 

On the surface, Puggsy looks like a slow platlormer 
with not much going on but if you spend a few 
minutes learning the game mechanics and 
experimenting with the Total Object Interaction, then 
you'll discover a beautifully animated arcade 
adventure with fantastic graphics and sound. 



Qwak 



Publisher; 



Team 17 



Issue Reviewed: November 1993 
Memory: 1Mb 
Price: £12.99 

Qwak may be 'iust' a budget title but it's completely 
brilliant which Is why it's found a home here amongst 
the Recommendeds. It's a one-or two-player Bubble 
Bobble-style game, with the aim being simply to 
amass points on your platform-filled odyssey through 
the kingdom of cuteness. Simply marvellous. 



Second Samurai 



Publisher: 



Psygnosis 



Issue Reviewed: December 1993 
Memory: 1Mb 
Price: £29.99 

Although perhaps looking a little too similar to the 
original First Samurai, this sequel Is a far better game 
Although the hero doesn't move quite a fluldly as he 
used to he's still pretty nifty with his sword, and the 
tighter level design and less oblique puzzles make for 
a much more entertaining experience all round. 



The Settlers 



Publisher: 



Blue Byte 



Issue Reviewed: December 1993 

Memory: 1Mb 

Price: £34.99 

Imagine Little Computer People cross-bred with 
Populous and you'll have a good idea as to what The 
Settlers looks and plays like. It's your typical God 
game (build an empire, keep your folks happy and 
quash any rivals) spruced up with some super-cute 
animations on your sublets. Very user-friendly 



Skidmarks 



Publisher: 



Acid Software 



Issue Reviewed: January 1993 
Memory: 51 2K 

Price: £25.99 

If you have fond memories of Super Off-Road then 
prepare to have them rekindled with this, a superb 
racer viewed from a similar 'Isometric' perspective. 
Although a bit of a duffer when played alone - the 
computer cars are crap to say the least — It's brilliant 
In two-player mode. 

Simon the Sorcerer 



Publisher: 



AdventureSoft 



Issue Reviewed: February 1994 
Memory: 1Mb 
Price: £34.99 

Brits AdventureSoft take on the Amercian might of 
LucasArts and Sierra with this humorous graphic 
adventure. Obviously intended to be a Monkey Island 
2 beater, It comes close to succeeding. However the 
Interface doesn't quite surpass Lucas Arts' and the 
puzzles are tough — but don't let that put you off. 



RECOMMENDED 



Soccer Kid 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Krlsalls 

September 1993 

1Mb 

£26.99 



93% 



Well, well, well. Just four months after we screamed 
that Superfrog was the best Amiga platform game 
ever, along comes Soccer Kid and we have to change 
our tune. It's nothing short of brilliant — gorgeous to 
look at, swecl on the ears, and boasting some of the 
slickest gameplay we've seen in a long time. Buy it! 



Space Hulk 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 





Uridium 2 



Publisher: Renegade 
Issue Reviewed: November 1993 
Memory: 1Mb 
Price: £26.99 

The C64 classic comes to the Amiga in style, souped- 
up beyond belief with 32-colour graphics, 50-frames- 
per- second action, multi-way scrolling, power-ups and 
all the other good things you've come to expect from a 
90's shoot- 'em-up. It's very tough, but tor die-hard 
blasting fans it's a dream come true. 



Electronic Arts 
October 1993 
1Mb 
£31.99 



91°/c 



86°/c 



Wiz 'n' Liz 



Publisher: 



Psygnosis 



At last — a conversion ot a boardgame that doesn't 
simply recreate the board in DPaint! Instead, Space 
Hulk takes all the best bits from the original game and 
bungs in a whole load of extra computer effects to 
create one of the most atmospheric strategic-blasters 
we've seen in ages. Completely ace. 
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Stardust 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Bloodhouse 
December 1993 
1Mb 
£16.99 



91% 



92% 



An unbelievable bargain at the price, Stardust is the 
ultimate Asteroids clone. The graphics have to be 
seen to be believed and it plays as well — maybe 
even better — than it looks. Along with the stunning 
3D sub-game breaking up the rock bustin' between 
levels, this is a least you |ust have to treat yourself to. 



Syndicate 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 




Issue Reviewed: November 1993 
Memory: 1Mb 
Price: £26.99 

Originally a Megadrive game, this cutesy race-'n'- 
collect-'em-up is perhaps a little too simplistic to be 
worth buying if you're going to be playing It alone — 
you're likely to get bored of it long before the end ever 
comes into sight — but It's great value if you've got a 
friend who can join In the tun. 



World of Legend 

Publisher: Mindscape 
Issue Reviewed: June 1993 



*mory: 

ice: 



tMb 
£25 99 



if you missed last year's Legend then you should make 
up for it right now and get this. It's a superb RPG 
which uses a near- identical control system. It's got 
plenty of action and tons of atmosphere. If you're the 
sort of person who cringes in horror at the thought of 
WPGs then this will convert you. See also Hired Guns. 



Electronic Arts 
July 1 993 
1Mb 
£26.99 



88% 



90% 



Zool 2 



Cross Bladerunner with a Sam Peckinpah movie and 
what do you get? Syndicate. From Bullfrog, this isn't 
perhaps quite in the same league as Populous 2 or 
Powermonger but it's damn fine all the same, 
especially if you like your computer game violence 
gory and realistic. Dead smart. 




Publisher: Gremlin 

issue Reviewed: January 1993 

Memory: 1Mb 

Price: £26.99 

Yet another sequel wangles rts way into these 
Recommended pages. Despite being more of the 
same, this is far superior to the original — Zool now 
has much more character, is much better animated 
and is a lot more enjoyable and less frustrating to 
control. You can even play as Zooz, Zool's girlfriend! 



COMPETITION 

Yes! It's the quiz of the month! If you fancy your chances of winning one of ten fab-tastic 
software prizes then you've come to the right place. Just answer the following questions... 

(1) How many of the Recommended games have scored 90% or over? 

(2) How many times does the word 'Lemmings' appear in these Recommended pages? 

(3) Which Recommended game has the lowest % rating? 



Answers on a postcard or back of a sealed envelope by May 28th to the following address: 
All-new Recommended Compo 3 r THE ONE, 30-32 Farringdon Lane, London EC1R 3AU. The 
first ten entries drawn from the hat after the closing date win! 
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SATURDAY 



i 




3.30am Get To Bed! 

The unusually polite comment 
show for all insomniacs, game- 
players and masochists. (R) 
6.30am Power Breakfast 
7.00 The One Breakfast News 
(T) (S) 3409 
9.00 Up Your Bottom 2637 
9.05 to 1.00pm 
DAYTIME ON THE ONE 
9.05 Become an Addict (S) 
9.40 Elf mania 

A first review of the finished ver- 
sion of Terramarque's stonking 
beat-em-up. Released (hopefully) 
through Renegade 

Renegade TOM WATSON 

Terramarque SOME DANISH CHAPS 

10.00 Thunderbirds in 
Swahili (T) 

10.30 Some Want It hot. And 
Some Don't 
11.30 James Pond 3 
Will The One get it from Millen- 
nium, or not? That's the big, 
burning question, as another 
possible review is quite literally 
shoe-horned into an already 
crowded magazine. We pray. 

2738 

12.00pm Let's Be Nice (S) 
1.00 News at One (T) (S) 
1.35 Pop! Another Shrimp 
on the Barbie 

Next installment of the crus- 
tacea-grilling pap claptrap from 
down under. Today, Pop pops 
another shrimp on Barbie, who 
gets rather upset. Then she 
blows the whistle on Sad Ken, 
who smells of shark. (T) 



28 May 



028937 

SAM FRENZY 
8RENDA 8RAMSTOKER 
KEN SAD 
ARTHUR FLESH 



Pop 
Barbie 
Sad Ken 
Mr E*tra 

Mr Eflra'i understudy BLIMEY O'REILLY 



2.00 Why's That, Then? 

Desford Lindham presents the 
show that asks "Why's that, 
then?" in a patronising manner. 

3874 

3.00pm News Update (T) (S) 

4.00 to 5.35 

THE ONE FOR KIDS 

with Alan Allcock 
4.15 Pleb (S) 837481 
4.20 Simple Simon 67235 
4.45 Fun With Scissors 
5.10 Pink Susan (R) 
5.35 Pop! Another Shrimp on 
the Barbie (rpt) As 1.35pm 
6.00 More Bloody News 
The next instalment of the hit 
show which looks at blood in all 
forms, but preferably spilling 
from wounded people. (T) (S) 
6.30 Regional News (T) (S) 
Exactly the same as the last pro- 
gramme, but with a different 
presenter. Still, saves on the 
license fee, eh!7263 
7.00 Bizarre Headgear (R) 
7.30 East Benders 0924 
8.00 Ruff 'n' Tumble 
Could it be a preview at last of 
Renegade's hard-edged cute 
platformer? Possibly, possibly 
not. The One gets to the bottom 
of it anyway, and brings you the 
low-down. Subject to change at 
the last minute. 

Renegade ERIC MATTHEWS 

32647 

See Games, pages 28-30 

8.30 East Fenders 6284 

9.00 More Bloody News 

Same old crap you saw earlier, 
but with marginally more death. 

7623 

9.30 Crimestompers UK 

This month, Richard and Anne 
don their jackboots and, with the 
help of the local constabulary, 
tread metaphorically on the 



heads of the UK's most wanted. 
Without getting their own fin- 
gers dirty, of course. Robbery 
with shooters is on the agenda 
tonight, as the daring duo hit the 
streets of sleepy Dulwich Hamlet 
in the hope of finding a nice 
quiet 24hr garage. (T) (S) 




9.05 Football, War and Toy 
Soldiers 386422 
9.30 Sierra Soccer 
It's Soccer, it's from Sierra, it's 
Sierra Soccer! Fantasy, or not? It 
doesn't involve Leisure Suit Larry, 
anyway. But we'll be giving it the 
once, or maybe even the twice, 
over. Probably. 

83659 

10.40 My Secret Garden 
11.10 Welsh For Losers 
1 1 .30 Watch, and Learn 763 
12.00 News (T) (S) 
12.30 Soap Update 6206 
1.10 Intrigue in Cornwall 
■ J | H ■ Remake of the 1956 
■■■■■■I original starring Jack 
Field and Megan Street. Smug- 
glers take over a sleepy Cornish 
village, and hold the population 
to a large ransom. Nobody in 
authority wants to pay it howev- 
er, and the smugglers soon dis- 
cover that nobody's really inter- 
ested. However, they hadn't 
banked on the one they call 
"Brock." (1992) (T) (S) 
See Films, pages 23-28 

Brock MICHAEL CROMPTON 



Bingo 
Ben 

Whisper 



MAGGIE O'NEILL 
TIM PREECE 
ANNE CARROLL 
NEIL OMAGGIE 



3.00 The One in the Daytime 

With Dai Noble 

The One Two presents all the 
programmes that it would have 
liked to show earlier on, but 
couldn't because the Fat Con- 
troller said so. 

3.05 Blast! 983769 
3.30 News Extra (T) (S) 
3.45 Hey, Kids! 

This week, Jolyon Tuesday takes 
an in-depth look at the chainsaw. 
Is it a nice friend, or an instru- 
ment of mass-murder? 
4.15 News Square 
Jon Craving thumbs his hooter at 
the "normal" news programmes 
with his daily squint into the 
news kaleidoscope. (T) 
4.30 Turbo Trax 
Simon Byron takes a look at 
Arcane's debut game, because he 
can't delegate it to anybody else. 
Subject to change. 
5.20 The Allegro 
The series in which Norbert Clap 
takes a look at the design of the 
best-selling Austin motor car. 
This week Clap takes a look at 
the "hand-brake." 76274849 
5.45 News (T) (S) 
6.15 On The Blink 
7.00 I'm Sad 
8.30 Man About IKEA 
New comedy series, purchased at 
great expense from Sweden. 
Episode One: Buying a Volvo. 
After Blinks and Svaka move in to 
their new one-up, one-down in 
Gothemberg, Blinks realises that 
he has nowhere to take his mis- 
tress, Tonka. Tonka's father Hans 
has the excellent idea of buying 
a Volvo, which has extraordinar- 
ily large boot space — with hilar- 
ious results. (R) (T) (S) 

82844 



Blinks Stadtbor 
Svaka Hasselblad 
Hans Gslad 
Tonka Gitad 
Tork Molnlycke 
Mrc Doubtfire 



FLEM 5PMM0 
ERIKA SVENS0M 
AARSE SEAT 
BRENDA ANGSTROM 
HIMSELF 
ROBIN WILLIAMS 



9.00 Empire Soccer 
The One Two present a stonking 
demonstration of Empire Soccer, 
the latest soccer game from 
Graftgold. And damn good it 
looks, too. 



Andy Braybrook 
Sieve Turner 
lose Durran 



)0SE DORRAN 
ANDY BRAYBROOK 
STEVE TURNER 



FILM 



9.30 Terror on Fire 

I Dustbin Hofmeisterer 
I stars as a lonely, sad old 
git who really doesn't like any- 
body. Or, so it seems, until he 
wins the pools and goes off for a 
life of sun, sand and sex in Mar- 
bella, home of sand. After recov- 
ering from sun stroke and other 
diseases, he takes himself, and 
several lucky holiday-makers out 
in an Uzi-mongous frenzy of 
deadly lead. But it has a happy 
ending, so it's OK for kids. (1 976) 
(R) (S) 37784 
11.20 Goodnight, ugly. 
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(S) = Sad(T) = Terrible <R) = Rubbish 
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